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BOOT SECTOR 

Another fine free game from u» to you! It's 
winter sports tim« again* 
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BINARY EMOTIONS 

Here's ^ special feature ali about a new and 
rather special software house. 
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SUPER STREETFICHTER 2 TURBO 

A bit ^t a mouthful but it should be even 
more challenging to play* 
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LEADING LAP 

Pc^lygons galore in this high speed multi 
track mayhem! 
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TINY TROOPS 

Wee chaps blast the hell out of e^ch other 
as they chase round flower pots! 
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DUNGEON MASTER 2 

Is this the finest game that you'll ever see 
or what? 

CITADEL 

Yet another Doom style game, except this 
time it'll run on your A 500, Impressive! 

PINBALL MANIA 

It's another pinbaM g^me from a company 
that have brought you several before! 
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TIMEKEEPERS 

The final part of this outstanding guide 
from our man Rich. 
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DANGEROUS STREETS 

All the moves you need from last months 
cover disc game. 








PORTRAIT OF A RACING LEGEND 





•■:*Mi?M 





For many Ayrlon Senna was the great- 
est rgcing driver that ever lived. He 
certoinly was o mon whose love and 
undentanding pf the art of Grand Prix rac- 
ing was un equaled. 

Foi' thos^ wishing to remember the 
genius that was Senna, Oxford 
international Publicotions have pnoduced 
this fine tribute. 



Fram his very first victorious kaiiing 
race back in 1973 to his dominalion of 
FonmuJa Ford 2000 and Formula 3 during 
the early 80s through to hts ihree Grand 
Prix World Championships tfiis book pro- 
vides a unique photographic record of his 
career. Featuring over 140 giont colour 
photographs this Ifcnnited edition book is 
available For just £20. 





Senna - Portrait of a Rocmg Legend 
brings you a uniqu« stunning piiot&- 
grophic record of S«nna'$ life^ 
Reproduced art Ifie finest quality art 
paper Senno - Portrait of o Rocing 
legend is brought to you in a dramatic 
12 inch square fontiat. Avoiloble only 
in strictly limited. Individually num- 
bered^ edition* 



ORDER BY CREDIT CARD 

0865 202770 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford International Publicotions Ltd^ 
16-17 Hollybush Row, Oxford, OXl IJH 



SENNA 




f O ft T H A I T 
LEGEND 



I would like to order 
Sonnn - Portrait of o 
Racing Logend 

Komi; 

Addr'ess,.... 



-a United Kingdom (£20) 

U Europe itlS} 

U Rest of the world {£30) 



..Post Cade. 



Credit card nuirben Expiry dole: LJLJ / LJ LJ 
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MICRO VALUE FLAIR 



~ ere w« ar« again with 
yet another amazing 
complete game fust far 
you, readers *f The One 
Amiga. We are continuing on 
our que*t to bring you full 
and total complete games, 
Wher^ else do you get such 
brilliant garnet on the front 
of a magazine? Well this 
month you will find that you 
have Winter Supersports and 
it'i a real corker. We thought 
that as the days were getting 
shorter and the weather was 
getting colder we 
^^^ would give 



you a Utile taster of the 
sports Ihat will soon be all 
the rage again- We've got 
everything from skidoo rac- 
ing to downhill skiing, slalom 
to sp#€d skating and ball 
Jumping to bob sleighing! 
Not bad for a coverdisk ey? 
Well this is quite an old game 
but you will find th^t It really 
Isn't all that bad. Infact we 
found ourselves spending 
quite a lot of time trying to 
thrash each other as we shot 
down snowy slopes at break 
neck speed. Ves this Is a seri- 
ous multi player game so you 
can race ail your mates time^ 
as you try to make your 
^ _ way to the 
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. — champ I on 

spot. You can Infact 
have up to six players all bat- 
tling it out against each 
other! This can make for 
some serious fun and you will 
find that you don't get too 
board when you aren't racing 
because none of the events 
take to long, unless of course 
you're really bad, 
which as readers of f^rv 
The One were sure 
you're not! i 

As with the last few 
games that we have . 
given you, youil find I 
that there is a copy f 
protection system so ^ 

that's somehting for B 
you to sort out, we ' 
have however been 
kind enough to , 
reprint the whole 
manual (well the eng- 
lish version anyway!) = -^ 



-■^mim- 



and 
with the help 
of this you'll soon find 
yourself looming through a 
whole series of winter sports 
In all sorts of world wide loca- 
tions. (I didn't know that you 
could ski in Chad? ed) Some of 
them a lot hotter than others. 
Whether where you are makes 
any difference or not Is anoth- 
er story all together However 
you will not be dUapointed for 
this really is a gr#at game and 
it's totally you rsE 
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DISK 



PLEASE NOTE: We were only able to reprint the English version of the manual <wo 
couldnTt reprint the whole thing, well wrhat lio you expect for free?} so if when you 
reacii the copy protection screen it asks for a page you do not have simply type 
anything and then you will get a further two attempts at putting in the correct 
word, in the very unlikely circumstance that none of the pages asked for appear 
in the reprinted manual please reload the disk from step one. 



LOADING 

We itrif hjive our rather iIitI' 
plifS^fl loading procedure And 
this month HI we hav« the 
game all an one dl$k it's even 
c^sier^ no insert disk two- 
prompts to follow. All you 
have to do is stick the disk in 
It's slot And then turn on your 
machine, ace or what! Now 
the only thing to do before 
you enjoy hours of fun is get 
through the copy protection 
screen. We had a couple of 
phone c^lis last month from 
people that hadn't quite got 
to grips with this system so 
let me expljiiit it again for 
you. It'! very eaty really I All 
you have to do Is to follow 
the instructions. You are 
given a page number^ locate 
this p^ge on the reprinted 
manual^ you're also given a 
line number^ count down the 
llnet on the page that you 
have located (including all 
headings) until you locate the 
right line, you are alto given a 
word number, count along 
the line to find the right word 
and then simply type the 
word in and hit the return 
button. Hey Presto! One seri- 
ous game from THE ONE 
AMIGA! 

CONDITIONS 

During the production of our 
cover disc, we constantly 
check to ensure tbat the qual- 
ity of the disc meets our 
readers requirements. Whilst 
discs are 

^ checited for 
virus's, may 
we point out it 
Is the readers 
responsibility 
to virus test 
I the product 
f prior to instal- 
lation. Similarly 
prior to instal- 
ment, you 
should check 



the shutter of the dlsc^ to 
ensure that it ha$ not been 
damaged in transit. This is 
best done by gently sliding 
the shutter to the left _ 

and allowing It 
to spring b^k. 
Please note that ^ 
neither The One v^^i 
Amiga nor i^^K 

Maverick Magazines "^m 
can be deemed liable *% 
for any problem aris- « 
Ing from the use of 
the discs, Vtistalfation j 
or running any of the 
programmes on the disc ^ 
indicates your agree- ^ 
ment to this condition^ 

TECHNICAL 1 

SUPPORT 

Problems installing the 
game? Then ring our techno 
cal support line on QB9^ 
715929 (weekdays 10am ^ 
12.10pm, 130pm - 4Hl0pm) 
who m^y be able to offer use- 
ful installation advice^ Calls 
are charged at 39p per 
minute cheap rate and 49p at 
all other times. Please ensure 
you have the permission of 
the phone owner before mak- 
ing the call. 

In the unlikely event your disc 
is damaged or simply doesn't 
run please return it to the 
duplicator, Tib Pic, Tib Mouse, 




11 Edward 
Street, 
Bradford BD4 
7BH. (who 
m^y be con- 
tacted on 
01274 7M950) 
with a stamped addressed 
envelope and two 25p stamps^ 
Where it is a duplication 
faulty the postage will be 
returned along with the 
replacement disc. Please note 



we do not carry stocks 
of replacement discs and all 
returns must go to the 
address above. 
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WINTER SUPERSPORTS 

MjMlM Ul^ REQUIREMENTS 

AM^GA: 0.5 tifleg o1 t^emory. JoystkA, 

ST: Requires a. joysttck, singte sided dNwe. 54;2K. 

PC. 64CIK of memgrv. EGA OR VGA Card. DOS 3.D Ulivvaids. 

Pre1^rr#d r&quirements: Hard Disk. AdJib or Sound Biaslgf Sound Card, 
e MHZ Upwards. 

IE your machine has exiencW fnomofy and you esfperi^nce loadmQ 
problems, reoorifp^une your rnachlne to \h0 stafidajd 640k. 

LOADING 

AMIGA and ST.- Insert Disk inle ihe Drive and switch on ftie *^achina. 
C^Wi&4(Ditk|:- Ins&fl. Diski Side A and Type LoacT'^.fl.l. i>re3S return 
CSM64(Tape):- inserj lape. Press (SHIFT) RUN/STOF. 

PC:- Ftunning Ifom floppy disk, 

Irtsert Disk 1 into drrva A and Type WINTE*^. pres& ENTER. 
See 5e( up opiions. 

PC .- Usir»9 Hard Disk, instaJl Pro^nsm as FolSows, Boot nrnchin* a? riionmal. 

1 . Croats a Directory on ymif Hard Dish. (For eRample MO yWlNTiR and 
press Ent#r.) 

2. Typi9 CD WINTER and pnoM Enlsr. 

3. Insert Disk 1 into dfive 4. 

4 . Typ€ copy A:\\ press Enler. 

5. Pepgai ^teps 4 arKi 5 until all files Nav^ Ij^en copied to 
your Hard Drive. 

To Load Hie program, iyp^ WtJTEH and prsss Enter 
$^ sst'Up oplJonS- 
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SET UP OPTIONS 

PCl- SelBt: Nom trie Wenu using tha amiw kfty*. pressing 1h^ Space Bar 
i.u oontirm yQur selacliOn. 

Vlde& Mod's - EQ^A - VGA Dtsplay 

SDU^^d Card - No Sou^ - PC &eep«r - Atf ih - Soundfelast&f 
Co.nlrols - Keyboard ■ D^gnal JoySth^ - Anaigg JnysUck 
GameM9ct»e - C^allanga - Cc^f^itiO^i 



CONTROLS 

PCi- KEYBOARD Qt JOVSTiCK (In two player mode, ons player use^ the 
Keyboafd and th& oitiEt-' ine JO/St-ck.) 

UPARROVVKEY ^ UP 
DOWN ARROW KEY - DOWW 
LEFT ARROW KEY - LEFT 
RIGHT ARROW KBY • RIGHT 
S PACE BAR - St ART/JU W P 

Fl -PAU3E 
Fa - LIMPAUSE 

ST & AWIlGA:- 

OME OR TWO JOYSTICK 

CBM&4> 

ONE OR TWO X3YSTICK 

fiF[ = p jg K COP Y PROTECnOH 

Wh&rt yv^Li i^tei- tn^ game you will M as^^ to type in a WORD rram [his 
mar:uai as Ihe iJassw&rO The word raquuwJ is loufKJ f^'om ils:- 

PAHE NUMBER . LINE NUMBER 3rd NLfiWlBER OF WORDS ALONG A LtNE' 
EMPOm"ANT ^!"ren lifting tlw lin^ .include ali mies arid ri^dmgs as 
hnes, 
FOR E>C AMPLE on this paga IhS 5^ wOfd on line 4 is OlSPt A¥ 



u 



GAMEJd&BES 

At ?he slart of the game ihe player i& askecT to select on& of Iwo^ame 
-fflsd&s. CO*^ PETITiOW or CHALLENGE. 

COMPETITIOUt 



Q 



This allCiw^ up to 6 players to play one or mora avenlB selaclBd fT-dm thft 
main scr*Bn. Th& clXi&en ftv4n^(sj can be played and Taplayad as man/ limefi 
as desired, to either laam nt beixtvuB an fixpetl ir^ setectfifd events. In 
Competition mod& play&'s can compete againsi ana anaiheir sr agatnst ihe 
computer. 

Al t1^« 8-o<] oi e^SH^ e^nt, tfia piayen^s) will tie a^ed i' th^y wish IQ ^'Ay 
the evenl again or prDgrftfiS to fhe r.ext e>«n1. Ii the event 35 repealed tiie 
Fiicore for liia previptiE, play €ht tha? evai^l is rft&ot So zt^o an^ the counier 
b^uis again. If tfi^ pl^Y^l^) dpeB na^ wish to replay the ev^nt tiia score 
is added bo tha TOTAL SOSi-ftboard 

At Ihe end of all selected evB^t£ Eh& winner iS 1^0 pJa^er with th& highest 
iGtai stoi-fr -ioi^ all iTie events played. 

CHALLENOE 

This is a ONE player chaiisrtge ifl a head to heatf das^ agamst Ihe 
compu'er . All -S ewents ara played in order and the aim is to gain as many 
poims as pc-^^^lfr. 

Each event hg.g^ ? pginrts Ifivftl intikih you rmist fl«i5*etf in ofdftr to pi^i^ess 
[□ the r-Bxt event. II yfli> lail lo achieve the 'PAR' value flffire ?nF an evenf 
then the challenge fails and you must ^acammencft Ihe d^ali^nge or reiu^n 
:ti th* Oompetibioft modo fgr mwe prwiioe^ 

PLAVeR NAMES AMD EVEt^ SELECTIOH 

H^in^ seladad Compet^ion oi Challenge ^u will be presented with Ihe 

openirrg screen vMi|h pndgramiTiing Of*c!ifcs. PfflSS FIRE or SPACE to 

continue 

Enter UiB number Oi players- 1 to 6 

EfhXm player name-.'rkamH& 

COUMTRY BELECTIC^ 

To sftlect Ihe nalion you- would l*«ft t& eempebe to/, move V^^ tursor to tha 

poeitiOfl of your country on the World map and when Appropriate p^ess tt^ 

Fire Bu-tlCHi to confinn your ^l&Cll&n. 

Whan all the playars ha^^e made their geleotions press Y or 14 1& continue 

or re-seie<^ 



COVER DISKS 



f VEWT SEtECTiON 

T!i& £cne&fl &hows ksons ci the ^ d.nerenl e^enji available. 
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In C<ifl'»pe1i1ion madE, to compets in ^ jhu ^v-enls simpiy mcvti ttia cursor 

to Tns EVENT StiL£CT|ON bi^ at thti tofU n? the Ecraen arxi pn^as RRE Of 

SPACEBAR. 

tij sB'€K;t 5riBci?ic events in Oompetit^on mode movi th* Cursor Ovfr^ Ihe 

Icon for each went thai is NOt r«niired and press FIRE nr SPACE BAR 

Thos* evsnis will now tta da-aelaqteci from ihe competition To conliri^ 

your selection mova cufc^rt? it^ EVENT SELECTION \m and press FIRE ar 

SPACE. 

THE EVENTS 

PQWNHtt.1, SKPff^S 

Dawnhill Skiing i^ g f?pqn which ^'^atybo^ Should try at teg^sl ance in a 
li.&1iffl*. JT\& thrill d1 ^Idirrq down an alp^i slope avor w?lite virgm erraw 
or do^^ a wefs Iroddefi cour-se (known as a Piste) with the crystal dear 
cold air againsi yCw face is one oF ^he most exhjiaratirig ftK^rienoeE o\ 
alMime. 

The oomp^titive Downhill Siuer is Vdry difflerBfrt to tSiaflverage fun iki«tf 
This IS flrt& ot ths most competitive sparls of ail, wr*sn» |h4 c?iOiie oF 
skfs, txsDls. hintfmgs. and even the wgy apoliad t& Ihe Skis a^e-a. critical 
if maximum parfof mg.r>ce is to Ue atf^iSfi*^. Thaie ana Ioj espmple 
?iu?^gmus diFFereni qual^uss oF Snow which require vai'lal^le wa^ 
spplicatKHns to ga«n she maximum speed" advantage. 
As m all sports toda^ tha skiers neetJ lu he twR". tylly dav&iop^ aihi&las 
and good all raurniers. Agilily of movement tJei*^ as important as Ihe 
^.jipmetit lbs? trie skier uses, as he weave* down tha cMurse at spaed 
T^ft aim r>t th«i game li? to guid^ Ihe skis^[s] dcum ihe course bacwsen brve 
iia^s. takip^ the sAiartest Foufe TD attain Ihe qgtcKest possib** lime 

PC: Use the ARFtOW keys, LeFI a^d ftighi to w^gve the Skier iet and rt^m 

ST !L AMIGA :- Jey^lick. tef^ pnd Right to n>ovs t*iB sKier LeFt; acid Rig-ht! 

Davm - li^rsase 3p^^ 
FiJ^ Btitlon - Stan Run ■' Jynip / Resta^l; af'ar Crash 
CBM54 :- Joystick, Lef* and Right to guide gkier 

Fire Bkitlon » Start Run rjymp f Restart after Crasn 
Up - Slow Down DcKwn - Increase ^e$d 



BALE JUMPIMG 

E^le Jumprng is One of the ne'^* spcr';^ 'fiat ^as devalgpad oul of 

GcmpetilJve speed skattng. 11 started, as a fun actuvrty an froj^n Sakes like 

•nany other Winter SpOfl5 and «. a SuPBe comfenaHon &i Spr^t riurdlftt 

andbairai |umpif>g. 

Tna am gf the 5pcr1 is to sprint glong She 1ri»ck either indoOfS- 0' OulSiC^ 

jumping siraw ba^fts that ars strategically placed i^ me lafiesat regu^r 

iniiarvals. A high degree of conqef^atnn and physicaJ lilrtfl^ is needed 1& 

rj^nquer fi^is dSJnanding spoil. 

C ONTROLS 

PC - Press the Rjghft and Left keys n a gentle rn^m to attain the 

rna;iimu3t% Ska^irn^ £|lB«i To jump the baha press Fi™- 
ST .■ AMiGA ycaM64 - Joy&t«k Right and Left m a gfrrrtl* Rhylhffl 
t^ire Butjdr » Jump 

THE BOBSLED 

fvlGdOi-n Bob ard Lu^e tracks are ct^nstruciad to the h\qP\osi t^hnical 
standafdE pDssibIa ir^: often tips^ile and difficult locatio-^s. Events ar^ 
scheduled m ^ regular cslef>dar and OrgaptserS can^d? tJiereFOre rely n?! 
w§ath»r bung periec; on the days oF ctm^petiiiDTi. To oompensat? for 
o^pi'^diCta^S conditions . i^ ru^S are now relrigaratad and ihus the ^ei^ 
best runs caTi be achieved in aven the least fayQufiSffile of COntf^BOns 
The Botjs trie.T!3eiwes ane v^ry sofphiSl^cated. witTi high bech steffring 
mechanisms, lilaniul^ runrcjng apparatus, aemdynamic fibre gla^^ bodies 
rfisufti^ in tO&lhs of a second margins of difiererHM beNwieei^ Sleds 
As weir as being hgntyrei^fil the twb^ h^ve to tie constructed f-^om the 
SSrOngest of materials in order to withstand tt>e great Q fupoes that are 
>nFlicted as a Qpb hurt^s lAbq qomeri at Speeds oi ovef ^d mites pef ^uf 

Tlht altile^iC <)ualiti&s of the crew are cme of the graatest assets im iKe 
team. AgOdd smarting pjsh 5eq^jer»ce for exa-r^le can make all the 
difference wtiar^ 1 at and lOtJi positions are jyst Sr^ptions- oi a S&COnd 
aparl Onc« dcm^ ir.e hrst strath? t^e driver must stesf id* the tjest lire 
thnjugh every eom&i' lo Ihe achieve Uhu Fastest pdssibla time in an event 
where itie siigbtest migji^geme^^ts cietenntne the si^edal win^ef^. 

PC :- Use ttie Lef^ ar^ RigNt Arrtiw Keys to conlrol th^ BotI using the 
Space Ear as 1F^ brake to Slow you down thnougli some of ihe -mone ffia^ry 
corners of the cun. 

&T , AMIGA 4 CSMfi4 I- J&ystick . Lefl and Rig^t 10 S?aer and Pull stJck 
Dcwfi to activa'a the brake 
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i^in r ..i*.:..i;ii Skjif'tg takffs plioe on a similar bu! sSiprle'r course tfian ihe 

Downhill, Cdflnprtsing a ksng senes of light turns defined by stralsgkjal*^ 

placed flags. 

The skJers neecf the maximum nl ngflrty grtd ^nccntfaii5n to taCkki this 

stre?>gih sapping sport as ihey weave ^ and out of ^tas. dascemsn^i the 

steep a^ine W^rse :^ Ihfiir race against the clock 

CONTROLS 

PC .- Use ihe Airow keys to COn^rdS Btie skier LeFt e^i Rig^it 

ST ^ AMIGA :■ Josrsick. Left and Ri^jht coi^t'Ols P^ Skier. 

Fire Button ■ To Stan event / Flesipit aifef a Oash 
CBM&4 - Joystick. LeFt add Right rscnti^ls ihe Skie^. 

f ire Buflon * To Start event .' Re&Lari: aher a Cragh 
tip - To Srow Dewn. Dn'Hr> - To increase Speed 
LUGF 

The Luge e\ien? was bxoughs into ti^e Oiymp*Ofi in 196^ for 1ho first ^im* 
and has tsecome a iavoUi^ate ¥«lh Isii^ corrpaiitora a;^ spectators alike. 
Racing is based on a small Hal Sled just wide eno^h. id hold a persons 
body. Sw& rtar^"dw ruh'^ers whscn are oontrojled by- Ihe compelitcrs IfrBt <d- 
S':*irifig and a daunting Bob Sied ti^ck. 

Luge racing is a sp&rt iiy only ^^ bravest oi comp*bt&fS as the onty 
protftCbOrt you have as ymu lie pn your Gack ?e a crasn he:jr>et and a lt>in 
ou'fit. which irt the even? qI a orash at 70 Kph oHer Mtue prcla^rtion 
THa cm^trot pf ehe L^yge eS similar to the Boh except "hft luge >ias no braMe 
ann ss, more diffjCuh to COrtirOl whan corj^enfl^. h is considerably lighter 
Shan a Sdb and is similariy affected by gravitation fbfcas and pulls 
COPCTROLS 

PC :- To Eieer the tope use tne Left and Right Arrow Keys 
&T'AMIG Ai'C:BM64 - Joystidi Left and Righ; to con^ro ' the Luge . 

SPEE P SKAT INS 

Speed skalipig is er^ event whigh goes bacit to tha early eges of lims 

The sport developed iron skating dri irczen ipkes in Scandinavia to become 

a Fifr'cely Cdrnpetilive Winlaf sporl- The Dutch ?dr e^fample are kmwn to 

be on© of ttie Worl^fe greatest skating rtathons g^ hotd regular National 

racaog competsOO^S alor^g their dSIWDris uf canaFs a^td inland waterways. 

ToiSayS compati'idfi is centred en straight ck oval tracks, drv^ied inio 

iartes to enatste the skaters lo loliow ij^^i con-eoi lin^. The s*at#s ane 

base<i upcin pnecisidri ^naiJe £feel blades wii^i snaip ed^s enabfedg a 

responsive feFatior-ship between the athl&ie anri 'he -c*. 

The skating hschrtique has varied overuie yea.-s ol cdrnpetitid?^ and irom 

basic fomis„ new danv^p^itfes ^1 the spofl Sudh as shorl track and ba>e 

juri>pij>g have evolved. 

6 



G 



CONTROLS 

PC .- Using the Left and Highl Ar^ow keys m a constant i hythm thJilds up 

the gkale^s speed The iinpdrlant thsog to nememt>er when fioing t+iis is t& 

kee^ a gentle rhythm and r^t go For all out hijting dF the keys. 

ST { AMIGA'CBAIg4 - Joystick,, Lett and Right in a constant rt".yt?im 

PR0 5KICHALLEMGE 

Thi5 is a new^ spOrl on the inte-^natfona] scene, not an OyrnptC event at the 

present time byt liKely to be added 1& the ski-ng eivenis in the ^uSufe The 

sport is very popuiar ir> Ihe States ar^ has become a great television 

ta^^yrite due to it's eKtiting Fiead to fiaad competition. 

Ihe sport takes place on a S-'Salom type course wm two or three jumping 

'amps, but witti a limited riumberd^ gales. Ttie action starts In&m two 

starting stations and the start -s regu>ate£S by the thiee coloured traFfic 

'tght system Whan ihe lights ?um green the C&mp&lJtdrS burst through tfrie 

electronic start gate and Ihe c^^lleftge starts as -Ihey battia r^eir w^y 

down tfircygh ihe gates a^ dver the jumps -n a head to head competrt^n. 

Il is Ihe visual eKCrtemafd of Eae^ng ^o skie«^ chailengj-ng oTia afioiKer 

ina! makes, thts new sport so addictive to tl^e Es^eolalcrs. 

CQISITF^OLS 

PC - The CQ:ih'dl is ttia sa^w as tFte Oownhiii event. 

Ai'rd'rt' keys Left -' Right er»d \}& Z down . 

fire - To ji^mp. to Stail and Restart after a Cra.sh 
ST ■ AUJGA £ Cg7^»&4 :- Joystick Left and R-^hl to go through the ga'ie^. 
Up/ Down to speed up or siow cbwn. 
Fire - To jump. Start and Restart after a Crash 
SKIDDORACIMG 

Skidoo Racing 15 a le-'fific mw competitive ^port practised m Nortl^ 
America and^urope. The game originates "Irom ibe days dl dog sled racing 
and whifsl dog racntg nemaic-s a popular Spdrl worldwide, t^^*es ha^^e 
charged and t?ie S5<:d0O'Snow Motiila has widaly neplaiped ttie dog as a 
means of transport in the sngwy Arctic waslelaMS 
Skid0C€ are pcwared by engines which ca^ vary in size Frdm 200cc t-o 
' 100cc. Tha lar^ger engififtd machines used For rating can reach speecs ef 
jp to 70 MPH Racing usually lai<es place on fi-^jzen lakes where s?raw 
bales and car lyres are M&ea to marf^ the course. The course ^s "i/mff sir^ilaf 
n des^r^ to a Motor Autocrass eircuhi, with lonji sweeping- beirids ar^ tjght 
comers io test ma^t and m^hine to Ihe uHimate. 

PC :- Arrow key*. Left and Right to steer Ihe Skicfod. 

To accelerate ihe Skidod hoJd down the Space Sa^'Tife Bytton. 
ST ■■ AiyilGA ■ee-M64 - j^ystb<. Left and Right td steef. 

Keep ihe Fine hultan depressed lo accelerate 
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o what/s thit game all 
about, and how dq you 
play It. Well \Vi all dead 
easy to come to t^rms with 
evert if some of the events do 
offer a real chaliengei Firstly 
you wlil find that ttiere ar» 
two mod&$ of play, competi- 
tion and challenge. The chal- 
lenge nfiode Is one player and 
you have to have a crack at all 
the events that thfire are, 
eight to tie exact. Vou won't 
necessarily finish this game as 
you have to get a certain 
number of points 
in order to ^^-. "' 
get on lo ^^"^ 
the ,-V' 



next event. This Isn't always 
that easy especially where the 
skiing itages are concerned. 
The other mode Is the compe< 
titlon mode and this Is the 
mode that you can have up to 
six player* taking part. You 
get a main screen to select 
the events that you and your 
friends want to take part In. 
Again you have the full choice 
of eight. When you play in 

ihis 
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mode you even get to type 
your names in, heyf Exciting 
or what! Another of the choic- 
es you have to make at this 
early stage of the game Is 
which country you want to 
compete Inl 1 don't actually 
think that this makes any dif- 
ference at all but then again 
maybe I'm wrong. 
The events are downhill skiing 
which is actually a great deal 
harder than you would initial- 
ly give It credit for, Bale 
jumping which Is skat 
fng with obsta- 
cles (hay 
. . bales 
f u n ^ 
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nily enough), Bobsled which is 
dead fast and all lo easy to 
wipe out^ Giant Slalom which 
Is yet another skiing event 
and Is so hard that we found 
ourselves really struggling to 
keep up with the competitors, 
speed skating which requires 
some real skill, pro ski chal- 
lenge which Is a head to head 
sport involving slalom type 
gates «nd jumps and ^kidoo 
racing that is actually pretty 
hard to. Well, as if you 
haven't guessed It hy now, 
this game really presents a 
serious challenge to all of you. 
There's a fair chance that 
you II be able to complete all 
of the events but trying to 

actually do 

. well Is 
serl 
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Bob Slergli, Lua«v Speed Skat in i 
^ul FjTilR Jy Hiding ba Cbiis Htdb 
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hard atid It'tl tiik« you quite a 
while to get a decent score. 
We actually have Just been to 
visit our favourite computer 
games store and we saw a 
copy of this game for lalc, 
well actually we saw several 
copiei of lhi$ g^me for sale 
and they were about twenty 
sk pounds with a lowest price 
guarantee^ Uo you realise 
what that means? Ves you are 
getting a copy of a twenty-six 
pound game on the cover of a 
magazine that costs a fraction 
of the price. Not only do you 
get a terious. game but you 
also get a whole magazine 
dedicated to your favourite 
computer. The Amiga. Now If 
that'* not value for moneu 
then I don't what U? Rig" 
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back tothergamel 
Have yoy ever be^n skiing? 
Heli most people have now^^ 
daySn no longer is it the sporl 
of the rkh and famous, espe- 
cially if you have ait Amiga 
and you've got a copy of this 
Magazhrte, because with 
Winter Supersports you'U 
have all the fun of downhilt 
skiing without even leaving 
yoitr ro&m let aione the court- 
try. You will find yourself at 
the tap of a piste (hey Tve 
even got all the liitgd!) about 
to start your race. To start 
you will need to press the fire 
button and then you will find 
yourself shooting off down 
the slopes, (well not literally) 
at this point the view changes 
and you are now looking at 
yourself from almost above. 
The controls also change as 
you now have to pull down to 
pick up speed and push up to 
slow yourself down, left and 
right are of course, ieft and 
right! ¥ou have to get down 
%the hill as fast as possible 
rhllst going round the flags 



taking the straightest course 
possible, sounds easy? mmm... 
we'll seel The Bale jumping 
employs entirely different 
graphics and they aren't at all 
bad! They are polygon type 



graphics and it seems a 
strange switch from the stan- 
dard graphics of the shling 
sections. Here yoti have to get 
yourself round an ice skating 
rink at high speed. To do this 



you must 
use the 
left and 

/right con- 
trols to 
build up a 
rhythm/ if 
and only if 
you get this 
right you will find 
that you re«h the optimum 
speed and then you might Just 
have a chance of winning. To 
jump over the hay bales you 
must use the ftre button. Now 
quite a few of you will have 
been skiing and more of you 
will have been Ice ikating 
though the only things you'll 
have been jumping over Is the 
pilet of people who keep 
falling over, however I'm sure 
that not many of you have 
been bobsledding ^nd that's 
hardly that surprising really 
considering what a mad sport 
It Is^ You will find that you 
have the usual ieft and right 
controls nnd for the more 
serious of the corners you will 
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find that pulling back an th« 
joy pad will $ldw ytiu down. 
Ori« hint is tut look at the map 
on the right hand side of the 
screen and yi>y can see exactly 
where you are on the course 
and start to turn when yoit 
see yourself nearing a corner^ 
I managed to reach the bot- 
tom several times uilrtig thi£ 
method whereas by simply 
looking at the main screen I 
had a great deal of difficulty 
and wiped oul at high speed 
several times! 

Giant Slalom t^kes place on a 
shorter course than the down- 
hill and you will find that as 
with mast slalom events you 
will have some trouble due to 
sharp turns. The tuge Is a very 
similar event to the bobsled 
and it's pretty good apart 
from the f^ct that It's totally 





ourselves down a high speed 
Ice course on a tea tray! The 
pro ski chaHengc is similar to 



watch outf 

You've read all about It, now 

you can get on with the 
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the other skJIng events but game* Good Inch, Tm sure 

for the fact that you are start- you II need It! 

ed by a series of lights and 

you race on the same course ^^ 

at the same time as another 

skier^ also there are jumps. 

The final event is Skidoo j 

racing round a strange ^ 

course, The fire button is , 

the accelerator and then 

It's just left and right. 

However some of those 
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Who Are Binary 
Emotions? Read 
on to find out aii 
aboyt this up and 
coming software 
house who have 
iots in store for 
us Amiga owners! 



We spoke to some of 
the guys at Binary 
imotlons and they 
hdd loads to tay. Sn in tiik 
special ftature we l«t them 
tell us alJ, what tt'i like to 
develop great gam«s^ be a 
new company and how they 
got there. Read on! 

HOW TO DEVELOP 
GAMES IN THE 
INDUSTRY 

The first vital Ingredients you 
need In starting a game is ini- 
tial game design and a full 
development team I.e. a pro- 
grammer, a graphics artist, a 
musician and designer^ You 
could pofiii^iy get by without 



a musician and designer, but 
without them the game will 
appear rushed and severely 
lacking in these areas. To have 
a successful game It needs to 
be in the category at le^st one 
of the f olio wing: - 

(1) Original concept. 

(2) improving or altering a 
currently available genre. 

(^) Strong graphical and musi- 
cal attrlhuteSii 

(4) Bringing a prevrousFy 
unavailable game style to the 
format. 

If yoy can mix these ingre- 
dlents - a rarity, then the 
game becotnes a stronger U 
more attractive game. This 
not only helps when 
approaching a publisher but 
also wiM gTve you stronger 
sales in the long nku, 

tinlty within the develop- 
ment team is vital and with- 
out It, your game will never 
be relejiied. This I feel strong- 
ly about because it would be 
easy for any development 
team to $pltt Up over a dis- 
agreement. The only way to 
prove that your development 
team has this characteristic Is 



simply to work with people 
for at least a year and see how 
things progress. As a team 
your going to have different 
views and different tasks, 
some harder thafi others. 
Making people feel rewarded, 
respected and paid fairly can 
only be learned through expe- 
rience. 

BE WISE! 

Lastly be aware of individuals, 
agents people you've never 
heard of contacting you. 
There's a 90% chance you're 
going to be conned and never 
see any money ^ advances, roy- 
alties etc. when your game Is 
both In development and 
released (Tm not joking, i 
have recently been informed 
that a game that has |ust 
been released on the Amiga 
and has had no development 
cost or royalties paid out). So 
make sure you have money up 
front (the week you sign con- 
tracts) and contractual agree- 
ments pointing out clearly 
royalty rates or other means 
of payment. If they are not 
prepared to give money up 



front and clearly state the 
money /royalty situation once 
the game is released, forget 
the contract, you will make 
more money selling the game 
to another publisher or even 
doing it yourself through mail 
order etc. It doesn't matter 
how big or popular a publish^ 
er Is, if there worth their salt 
they will discuss advance and 
final payments as normal' pro- 
cedure. 

WHO WE ARE, 
WHAT WE DO, 
HOW OLD ARK 
WE. 

Binary Emotions consists (at 
present) of three directors 
(Cllve Minnican (22) - Coding 
Director, Ian Jolly (24) - 
Graphics / Music Director, and 
Andrew folly (21) Design 
Director / Team Manager) and 
three employee's [Phil Boag- 
Butcher (2Z) Disk 

Protect ion /M u sic Ian/ Ad d i t ion 
al Bug Fixing, Ian ford (18) 
Musician, |ohn SneFson (15) - 
Programmer). 

WHAT WE DID 





SPECIAL 



FEATURE 



BEFORE. 

Clive, Phill & Andy completed 
their computer science cours- 
es al Salisbury cailege, ian 
loliy worlted in the Electronics 
Industry, Ijin Ford is studying 
computer science and Jolin 
Snel»on is completing lilt 
exam ye«r at school. 

HARD TIMES* 

Signing up Speri:i vtm not US 
easy as we first thought. We 
first went to Daze Marketing 
as they offered twice as much 
royalties compared to the 
average publisher. Daie mar- 
keting eventually looked at 
Sperls (IVe had to send It 
twice because It had got 
mixed up in the returns 
postage and they couldn't tie 
bothered to fish it out^ oh 
dear) and their repiy was that 
they were onJy interested in 
strategy games on the P.C 
(they officially dumped the 
Amiga a month ago). Anyway^ 
after their last publicity stunt 
in most Amiga Mags (almost 
naked I )^ weVe glad we didn't 
sign up Speris Legacy with 
them. 

Next was Kompart. They 
suggested we should go to an 
educational publisher. 1 
(Andy) was most disgraced 
with their unproductive com- 




ment. Anyway Binary 
EmotFon's next port of call 
was an educational publisher 
cali#d Team 17 (thanks 
ICompart). I phoned Team 17 
and asked for Marty n Brown, 
he was in America at time and 
WAS due back at Team 17 the 
following day. The next day^ 
about 9mm some day in 



February 1995^ I w^$ awoken 
by the phone. Surprise, sur- 
prise ^t was Martyn Brown, I 
tHed to explain what S peris 
Legacy was all about, whilst 
half asleep, 

A Sperls Legacy demo was 
uploaded to Team 17 shortly 
after the previous phone call 
and within the next hour 



S peris Legacy was signed up 
by Team 17. 




There were many game tdeas 
before Sperls Legacy. They 
consisted of a one/two player 
penguin assault course game 
(similar to Combat School - an 
old 8 bit game), Pilot of Furry 
(yes furry), and Caze of 
Malice - a massive platform 
arcade adventure game . 

FUTURE RELEASES 
FOR THE AMIGA. 

We are sttll committed lo sup- 
plying the Amiga with quality 
games. If we have to sell our 
products through mail order, 
we will! Binary Emotions 
already have four future 
rel^aseSn Minskles Fur Balls 
(similar to Kirby's Avalanche), 
Nemesis Syndrome (Command 
k Conquer eat ypur heart out* 
IMore stats, more game, less 
irritating bits)^ a Doom per- 
spective racing Kart game, 
and wait for it! Speris Legacy 



AYRTON SENNA - LIMITED 
EDITION POSTER OFFER 



^i^.r^ 




AYRTON SENNA 

fOHTRAlT OF A RACING LSGtND 



Br&ught to you from the publishers of 
the acclqimed 'Senna - Portrait of a 
radng Legend' this stunning high quality 
poster print fegtures scenes from Sen no's 
memorable Grand Prix coreer. Scene's 



depicted are some of the most spectacular 

from the book and irdude Senna cde- 
brating his 1990 win at Montred and dri- 
ving his No. 1 McLaren MP4/6 to victory 
In the 1 991 Phoenix Gn^nd Prix. 



This poster is bftHight la you in a dramatic 
SOOmm X fiOOmm square format on superb 
quality art pciper using ihft wsiy bfist colour 
r&pr-oducHon. Deliveiy in a sturdy tirfbte- will 
be wHhin 1% dciy5. Idbol for framing^ 



ORDER BY CREDIT CARD ON: 

0865 202770(24 HOURS) 



^^ (^^^Qi 



BY CHEQUE OR CREDIT CARD FROMt 

Oxford Internotionol Publications Lidj 
16-17 HollybLjsh Row, Oxford, OXl 1 JH 




I WHilit Ilk* to 4rder »pl«i j United Kingdom {£7. SO] 

4l Ml* llHlUi tdltlsn fwinn j Euri^p^ {£10.50) 

pgst«r ^m Oxford IntttnolkiRal j Hegf ^ the woHd (£15) 

Ma me.... ...^ ^ .-.- -...=. ^■. 

Address - „..„.......,..,....,.... 

....„Posl Code.= ^..- 



Credit cnnd nuffibM: 



Ejcpiry dqte: 



QQ/QQ 

□□□□ Qaaa □□□□ qcj ju 

Available exclusively frem Oxford Internalbnal Publications Ltd 
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The 'Overs It' score Is not An average mark, ph no 
sire«- ^e ^il iit down together nnd try decide 
what it should be, qet bored and put any aid crap 
In. (Hang oiip that s not right) 



Plop, po*r wee and generally 
ttot worth the plastic for thm 
dl»ks- And arS£. 






why M coiitpAnlei IniUt on 
rel^asln^ iluff Chat scnre^ this 
l*w. 5ho«t enir that's what I 



Not bad. but then not tliat 
good either. How about tite 
old cliche, 'average'? 



70-80-/. 






Ta call In a favour from 
another cliche pal of mine 
abnve av#ra^e'. 



Now tliU IS mare like it, 
plenty for y«ur cath here, Iriit 
those of lesser means might 
looks tOr.. 



...samtithlng of tills standard r 
Really very good indeed, 
although ttill flawed enough 
to not score above... 



...90%. The ultimate accolade. 
Any game scoring thl& high li 
well des^erving of your cash. 



EDITOR 
TOBT OUHTON 

ART DESIONER 



MANAGER 
CUUIE OODAARO 



HUGH OOLLHER. 



I V I I 





What's all this 
then? Another 
driving game for 
you and your 
Amiga? Ves it cer- 
tainly is, but how 
does it hold up 
against the rest? 



This ieemi to be the time 
of year for driving 
games. We've only |ust 
seen that rendered master^ 
pi&ce Wheelspin and here we 
are again In th« enviable posh 
tlon of Previewing yel anoth- 
er driving game. I am sitting 
here having |u$t spent a seri- 
ously large part of the day 



yd another strange approach 

(graphically at least) To drh 
vlfig games H Wheel spin was 
quile Incredible mainly due to 
Its rendered graphics. It did 
however have several short- 
comings. Remember though 
this si only a review and 
Kellion the developers are 
already after our feed back so 
that can do any changes that 
would Improve the game. 
Bearing that In mind HI con- 
tinue - After our initial joy at 
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seeing this game^ something 
we've been looking forward 
to for qait£ fotn« tlmeH we 
ttarted to feci rather let 
down. I have to be honest, 
after a couple of unsuccessful 



la pi from each of ii$ several 
people walked away. Sure the 
polygon style graphics looked 
great front a distance but this 
reaJly was not ihe greatest 
game we'd ever seeii, changes 




would 
need 
to be 
made. 
It seemed 
to be far t^o 
polygoti-IIke and rather jerky, 
this though Is not the case if 
you have fast RAM which the 
g^me has been designed to 
make full use of. The steering 
was incredibly difficult to get 
used to and we ^ere 
stuck looking 
at the track 
t h rOug h 
the 
wind- 
screen. 
Hold 
o n 




thought Could it get better. 
Well I had the rather good 
Idea of taking a Icxik at the 
Instructions, wow! You can 
actually change the vkw of 
the C4ir. We soon started 
experimenting with the dif- 
ferent views that you could 
use. There was the incar vl«w 
and several above car views. 
The in car view eventually 
seemed actually to he the 
favourite view as it seems 
thai you feel you have more 
control over the car and more 
particularly the steering. This 
in car view is actually the 
most impressive of the views. 
You sit there and look over 
your steering; wheel which 
your hands appear to be grip- 
ping and when you turn you 
find that your steering wheel 
turns to the same degree. It 
actually looks really goodi The 
other views are from above 
and behind the car and they 
are 4f you reckon yoM need to 
have a good view of the track 
ahead of you. Essentially this 
makes the game very like 
Virtua Racing^ one of my all 
time favourtte racing games, 
however this really does not 
match up on playabilit)^r well 
so far at leasts having said 
that It will be possible to cus- 
tomise your car and character 
to make tho game as playable 
as possible. With the u^ of an 
accelerator the game Is much 
smoother and more playable 
but on a standard A 1200 we 
weren't that Impressed. Really 
we were possibly expecting 
far to much from this game as 
there's been gulte a lot of 
hype about It, there you go, 
don't believe the hypeF a good 
rule to bear In mind. St 111 tt 
could fmprove before release 
so who knours? 
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As w« s.p^m mor« itm& an ih^ 
game w« did g«t more 
impressed ^ Aft€r a white you 
pick up the general idea and 
you can actually get round 
corners with out wiping out. 
if you do get stuck you ftnd 
that It can tali« a really long 
time to- get back on course, 
this U a bug that will be 



Ironed out, so watch out for 
those curves that tighten up 
on you unexpectedly^ and 
helieve me some of them real- 
ly do. One of us actually start- 
ed coming first on a fairly 
regular basis so obviously 
there Is a knack to it^ 
Unfortunately I seemed to 
spend most of my lime com- 



ing fifths not an ideal posi^ 
tion. The races seem to be teti 
laps which is a good length. It 
means that you can 
crash once or 
twice and still 
manage to 
end up with 
a podium 
finish, as 




long lis you have the knack of 
it. What we didn't like about 
the general driving was the 
fact that you could actually 
spin out reasonably eas- 
ily yet you had no 
real warning of 
what was about to 
happen, if you 
take a corner 
really fast and hit 
fult lock you get a 
bit of screeching 
but what you don't 
really get Is any feel 
of the back end coming 
out or any other feeHng 
that you might actually be 
loiing control, again the:se are 
things that will be sorted out. 
What I suppose thts game 
tries to be Is a serious racing 
game where you 3fe in the 
cockpit and you get the real 
feeling of driving unlike 
games like wheel spin where 
you look at a track from one 
direction and drive what it 
essentially a sprite around a 
course, however If this is the 
case then this g^me ha* so f#r 
failed to a^chiev# what it ^ets 
out to do. There Is no real 
feeling of driving. Even when 
you get off line, something 
that is very ea^y to do, and 
you hit one oF the two dlmen- 
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siq-nal trees it takes you a few 
seconds to actually rejilisc 
that you have actunlly hit 
somethSng aitd have bounced 
back a few feet. There is no 
real crunch or vUual evidence 
to ihow yoM what has hap- 
pened^ One really nice touch/ 
and something that we were 
Instantly impressed with wai 
the fact that the music for the 
opening scenes was so dAm 
good! It really wai very good 
indeed but unfortunately the 
musk end* the moment the 
game starts- Well I suppose 
yoti*'re meant to listen to the 
sound of 
the 
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engine and screeching tyres, 
but In my apt n inn these are 
not nearly ai good as the 
musk at the start of the 

Ofl« of the big selling points 
af this game is MPV. This ii 
where the driven head turns 
when you turn th« >vh««l so 
that your vkw turn^^ Also 
there Is th« option of all these 
views, this is very impressive 
as not an awful lot of 
games can actually 
off ^r you this facility. 
Another facility 
that means that 
you can view all 
the other cars on 
the track as they 
sp^ed thetr way 
round the track. 
You can also view 
yourself from the 
trackslde cameras and 
even try to drive using 
this facility^ however I don't 
advise it because It's not all 
that easy, In fact It's dam 
hard. Having said that it is all 
really Impressive^ Not a lot of 
games can offer you such 
apttons, still at the end of the 
day it |ust doesn't jeem as 
Impressive in terms of game 
play as a load of Other racing 
games. The Closest thing to it 
on the Amiga that I could lay 
my hands on Is Microprose 




Formula One. This is now a 
very old game but I dug deep 
to get a copy out. The first 
time that 1 played It was on 
the dreaded PC and thts game 
on Its own was almost enough 



to convince me to purchase 
one. The Amiga CDiiversloti ts 
also dead good. Here Is a 
game with similar graphic 
qualities with a whole load of 
courses and a whole load of 



options- To start with you 
have a simple automatic car 
that also has automatic 
breaking and you are even 
suppUed with a line to follow. 
This Is Invaluable because It 
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glv«f yau a chance Id get to 
grips with the way that the 
c^r hAndl«t and the way that 
th« cc^urs^s go before you 
leap Into mafiunl cars with no 
auto breaks^ Then you have 
full champjonship races with 
practice lessians^ qualifying 
and full races. Here is a game 
that Is Imminently more 
playable and yet a lot lot 
older. Well for all its had 
points Leading Lap also hat a 
load of good points In the 
fact that it hai all the view 
options^ oh and a gre^t Intro 
tunel 

Well what can J say. This is at 
first glance a great game. 
Then you actually start to play 
It. The graphics though inter 
esting tend to be very Jumpy, 
the car control is not to our 
iiliLng though I'm sure enough 
practice would eventually give 
you some good results, and of 
course the bugs will prahahly 
be Ironed out. What really Is 
outstanding about this game 
is the plethora of options that 



yau have when It comes to 
viewing different parts of the 
track and car$H There Is the In 
cDcltpit driving mode and sev- 
eral others that 
are set behind _ 
and above the car 
thai you are racing 
in. There is also the 
option to watch 
other cars whilst they 



race and view the race from 
traclcsiide cameras. This Is 
impresiive! Also there are five 
different drivers to choose 
from all of whom are differ- 
ent. There are also three dif- 
ferent vehicles to race with. 
Formula one. Endurance and 
rally cars. All this does of 
course add to the game. 
Fifteen different tracks also 
helps just a bit^ there are 
tracks through the country- 
side, cities and even a Siberian 
Prison complex! All this 
sounds really good and there 
is three different viewing dis^ 
tances, three different detail 
levels and loads of other 
options to try and get the 



game running as fast as possi- 
ble on whatever machine you 

h^ve, well. It really starts to 
(QUnd good. But unfortunate- 
ly this is not the case. Vm not 
saying it's terrible but this is. 
not the best driving game aity 
of us here at the One have 
seen. The controls are very 
hard to get used to and the 
graphics are very jerky. This 
game has tried to hard with 
all It's flash options like the 
I^PV and the view options and 
unfortunately the actual 
gameplay and presentation 
have yet to be fully sorted 
out. When we get a final copy 
we will give it the full review 
treatment^ so until then! 




D)c £cgcn<> of Skullkccp 



This is one of tlie finest 

adventure games ever, even 

with it's minor drawbacks. 

Why's it so good? Read on 

and you shali seef 
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^ hen 1 was A wee lad 
standing knee high 
to a grass hopper I 
spent much of my Um^ in m 
world ftl my own, worlds that 
I often Invented that were fuH 
of hobgoblln^^ wizards apd 
beaHlfful princesses crying 
Oiit for me to save them. My 
back garden wasn't all thatt 
big but it contained a huge 
itiagicaf kingdom where I 
aiotio stood against the forces 
of evil, except of course when 
my friends came round and i 
had some help In fighting 
these forces of eviL Well the 
Amiga's not all that big 
rather Like my back garden 
but it can also contain a magi- 
cal world for you to discover. 
Sounds a bit poncy doesn't It, 
but this Is a game that you 
will find yourself getting real- 
ly Involved with. VUhen I got 
to school I jointd^ as I'm sure 
many others did^ The 
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Dungeons And Dragons soci- 
ety. Our games were never 
ending and we all got very 
very Involved In what powers 
we had imd how we were 



going to use them? Eventually Dungeons and Dragons 

I grew out of ^11 this non- became something of a hit 

sense, well that's a lie really and gained a bEt of a cult fol- 

because you never grow out lowingr This happeifS to aM 

of something that good. the finest thing and then p«o- 




E V I E W 




^Sd^^MPa 



*>*:, 



pie c^ifte along anct realise 
wttat a gcKid thing they real^ 
are and start using the Ideas 
tn different forniaU. Who for 
Instance remembers the 
Oungecins and Dragons car- 
toon. Not one of my personal 
favourites but evidence 
enough of the growing popu^ 
larity of Dyngeont and 
Dragons. Welt then came the 
computer games some were 
good and some were not^ 
One hq-wevtr stood out 
head and shoulders above 
the rest. That was of 
course Dungeon master on 
the Atari ST, now that 
really is a dying machine! 
This game captured the 
Imagination of thou- 
sands and 
became an -" " 
instant hit 
with ST .^ .^ 



length and brendth of the 

landn ThotisandSp possibly mtl- 

lions of man hours were ^pent 

wancferlng ground those three 

di mensi onal 

dungeons 

whilst deS' 



p e r a t e I y ^vArlv 
seelting out 
the fireitaff in 
an attempt to 
defeat Lord Chaos. — 

Many a time I'd wind up 
the old ST and crack Into 
another level of death, 
destruction, magic and adven- 
ture^ long after I was meant 
to be fast asleep. What a bril' 
liant game thii wat, bltm^y 
fitting here writing this really 
takes me back a btt. The ortgi- 
nat game shocked a nation 
with It's ftmazEngly engross- 
ing gameplay. Dungeon ota^- 
ter was the best garne on the 
ST by miles and 
miles, well I 
reckon », 
and so 
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many of my mates ^ Well the 
story behind the original 
involved a rather nasty chap 
who went by the name Lord 
Chaos^ really not a nice bloke? 
WeM he had one or two plans 
for world domination. Foitr 
characters set of to sort thts 
geejser out and on there way 
they would encounter all sorts 
of nasties like skeletons and 
giant dragons and all 
— sorts of stuff like 

that. All the 
K members of 
this little 
^ team had 
more facts 
fa^ 1 and fig- 
.1 ures to 
' them than 
you could 
F possibly 
' cope withp 
but cope you 
did , for It was 
— Incredibly impor- 

tant to keep all of your 
four fiharacters well fed and 
watered to maintain their 
health and stamina levels as 
well as there magic powers, 
also just to confuse you even 
further there were all sorts of 
powers that you had to learn 
along the way. Ntnja powers 
and Wliard skills all came 
Into It and all were dead 
Important. Each of the charac- 
ters was good at one thing or 
another, magicians are ace at 
magic, funnily enough, there 
are also those who are gener- 
ally good at kicking the hell 
out of any nasty creatures 
that you may come across, 
and then there are thost 
K. c^ who are good healers. 
' Then there were the 
puzzles that needed 
Iving, theie were 
Irkky part that 
needed pat fence 
overcome. 
Dungeon Master 2 
,the legend of 
«: Skull keep has all 
'._ _ this and 

more. The 
original 
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the 
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game was a clafstc io this 
can't really be because It's a 
sequeL It U however even bet- 
ter th^n the qriglnal^ and a 
lot better than Chaos Strikes 
Back that was a sart of sequel 
that ne¥er really hit home like 
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the original. The story behind 
this gume involves the lo 
machine which can open a 
portal to other worlds. Not 
bad, eh? Well with the use df 
this machine you can travel 
into the voicf and defeat the 



evil Dragoth. The game starts 
with you in famiNar surround- 
ings. You are in some cavei 
and there are several 
machines strewn around. 
These are machines Chat keep 
people In suspended anima- 




starts tion. You can choose your 
'ound- team of four from these 
cavei machfnes and revive them to 
! vera I come with you on your per- 
[>und. Nous quest into the unknown. 
t keep After thts you emerge Into a 
nlma- sort of forest. Vou are actually 
outside I Does this not sound 
quite as atmospheric as the 
dungeons that are the games 
main scenery? WeM it is, 
because it's dark and ItH rain- 
ing rather hard, and jjtist to 
top It off there's thunder and 
lightening. Vou have to find 
keys to get you Into Skullkeep 
V and this requires plenty of 

searching! You will find your- 
self going belciw ground again 
to search out all that you 
need. There afe many fear- 
some creatures from 
the huge dragon 
dog creatures to 
^?!»f jwig^g 3WP: A the strange 
^^^^^^^^^^ worms thlt 

raise them- 
|l selves from 
1 below you 
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to try and destray you. There 
iir« alia sly 9 type things that 
can b« a real pain in the arse. 
Bats dso ap}3«af wh«n you are 
below gro-und and th«y are 
tricky $q and JO'j^ Luchlly 
there are all sorts of ^ 

shcips around where 
you can purchase ^1 

food, weapons, v 
armour and even | 
spells. So J 

Willi ^ ' 

I bit 4 

i f 

lyck 



The gam% U (Imply superb 
and It will really draw you In. 
Each character has an invento- 
ry that shows you how much 
food and water they have^ 
what they are wearing 
^^ (you can ^[ways upgrade 
clothes and armour at 
, the (hops where you 
,' sell your old sluff 



carrying 

interms 

r o f 



THE VERDICT 



A1200 



good judgement 
you should actu- r^ 
^\\y make It to 
Skull Keep! When you get 
ther« you wltl find that It is 
divided up. Here you must 
repair the Zo machine and 
then travel to destray some 
e¥ll meglo maniac or another. 



^ potions, 
food and 
anything 
else that 
flyou can Imagine. 
Excellent or what? There 
is also a screen that allows 
you to select a weapon and 
then use It, and also select a 
speN and use them aswell. 
This is a fantastic! 
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This is a game thut h^s more 
atmosphere than you can wave 
a stick at. It's a sort of first per^ 

»n perspective adventure game 
that will draw you in like never 
before. We are alt genuinely 
impressed with this game and 
we think that you will Ite to, 

he only problem with the 
"game concerns the movement 
of the characters. Oo the ST ver- 
sion of the original you woulcf 
go from one location to anther 
and It would simply flick. 
Between then and now of 
course^ we have had Doom and 
It's many pretenders, so to try 
and add more smoothness on 
Dungeon Master 2 the game 
produces a screen between the 
screen where you are and the 
screen you're going to^ which is 
made by way of morphlng the 
two screens together. The effect 
is very disconcerting to existing 
Dungeon Master players^ as it 
makes you think you gone too 
far forwards, and the qaulity of 
the morphed screen is very low 
compared to the actual screens, ft sim 
ply jsn't as good as any of the Doom clones that there 
are around at the moment. Of course the Doom clones 
around on the Amiga have absolutely nowhere near the 
depth of play that Dungeon A/Iaster 2 provides, and you 
will still find yourself getting reaJly drawn into the 
game and this strange world in which it is set. I implore 
you to go dut and get this game as you1l love it more 
than anything that you've ever seen before, well 
maybe! The sound is totally amazing helping to create a 
stunning overall effect. It is SD sound that really does 
simulate distance and direction. The visual effects to 
are pretty good though the graphics are not as good as 
the overall package* All in all an exelient game well 
worthy of its high stores! 
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NOj, nOj nOj no and ncil Ydu have diddiy 
squAt chance of any CO version. Prdbably. 

Why are you evtn lodking Kerc you sad 
A5CHt ownters? Upgrade! Upgrade I 
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ere we are with anaf h- 
«r game ffom Black 
. Legend. This js a 
'Doc^m' style game that'H run 
on your ASOO.minm that's 
pretty impressive. Tou Will 
find though thdt this game h 
a bit more tdJtitig in the 'how 
the hell do i get to the next 
level...?' department. Not 
quite !iO miKh senseless vio- 
lence but load* off using your 
grey matter, hey fear not 
there's also enough senietess 
violence to really keep the 
crimson stuff fliiwlngr hey 
there's even Ituff thut loohs 
strdrigely like dead bloody 
bcrdles tacked up allover the 
walls. Vou can't get much bet- 
ter than that^K. can 
yo«7 
Weil 
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Somewhere in the distant 

future at the edge of 

the universe lies the 
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T h e r e s 

a 1 w a y * \ 

5om« totally \ 
nutty st^ry 
behind these 
garner so let's le* 
If this little number 
can stand up to the rest. 
2M2, that's lh« date, well the 
year anyway > What I want to 
know Is what's wrong with 
2301, or for that matter 2303, 
dunno7 but It seems that 
2302 is the year and an 
Important one at thiftt. it 
se«ms that good old space 
travel has come a long way 
$lnce the days of sending dogs 
Into orbit and apallo ships 
going wrong. Now the earth 
lies at the centre of lome kind 
of mterplanetary sort of type 
thingy , and well that's not 
all, there are things called 
bridgeheads that are at the 
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outside edges of lhl» inter- 
plarietafy sort of tj^pe thiiigy. 
W«lt her* 1 where things start 
ta get qoo4, ls*ac eat your 
heart out. One of theie 
bridgeheads, a small planet 
called ^194 CS12 had a mili- 
tary base that tost all signifi- 
cance. \MelL theie things hap 
pen! Well after thh it became 
a trans shipping station for 
fuel to fill up ships heading 
across the galaxy ^ lA/ell this ,it 
seemi, didn't last to long 
either. Soon this out of the 
way planet became a high 
security penal colony. 
Two years after ^- 

thls the colony 
was closed as J 
there was X 
reports / 
that the / 
planet f 
was in I 
the direct I 
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path of a \ i 

huge mete- 
or f tarm. 
This It scemf 
was a fjibrlca^ 
tloii created by the 
Military Calaxy c^undL 
Sin montiis later, ihr^iucled in 
secrecy th« base^ started to bt 
expanded as transporters 
arrived. It was be^ng turned 
iittf> a huge and top secret 
complen to researcli hmlogkal 
and genetic weaponry, all 
totally illegal of 



start of 
f 2305 all 
f caniiTtEfnlca- 
tiort between 
B 1 4 - C S 1 2 
(known to many at, 
yes you guessed, Citade^ 
and Earth stopped without 
any apparent reason. A deci- 
sion was made a^ they have to 
be at times like this. It wa» 
decided that a special landing 
force should be sent to inves- 
tigate, da da da...r Guess 



what? YouVe on this ship. It's 
a destroyer class space ship 
called XI 6. It has a crew of 
nine hundred and fifty and 



they are only briefed on what 
is going on after the ship has 
left for Citadel. When the ship 
arrives all the radios go down. 
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wdry of 
what 
m<iy lay 
In store for 
thein a scout 
ship is sent 
down with you and a 
CO pKlat. igdd^nly a missile h 
Ipitnched from the Citadel and 
totally destroys X16. In the 
shock wave your ship is dam- 
aged and crash lands killing 
ttie pilot. Here you are miles 
from home and alt alone. I 
Now It's all up to you! 
Not a bad story ^ but at the 
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end of the day it's just anoth- 
^er way to put one person in a 
maze where yott ha¥e to 
destroy anything that moves. 
It's your standard Doom style 
game and there's a few of 
them around what wtth Fears 
And Cloomp obvfously this ii 
the Haute Couture of The 
Amiga at the moment. 
What Is special about this 
game though is the fact that 
it runs on the A500, well actu^ 
ally it runs on jus I about every 
Amiga, 

The game is saveable and you 
can start from where you fin- 
ished iast time. You can also 
select the level of difficulty 
that you want. There is Big 
and Smatl. The game Is set so 
that when you itart it norma h 
ly it Is set to the higher level 
so you loose energy when you 
bump Into walls though this Is 
one of the tast things that will 
be changed, and suchlikes, on 
the lower ievel of difficulty 
you don't get this and there 
Are less enemies who are all 
less aggressive. The weapons 
are Ahiit more 'rethtant'? The 
window that you view the 
game through can also be 
changed In size. There are five 
settings and depending on 
how smalF the window is you 
wiit have a different level of 
smoothness and speed. Also 
you can decide how much 
detail you want for the game. 
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There are three letting !^ Vou 
tan also turn the floors and 
•ceilirrgs on and off. All qf 
these options allow you to 
make Ih^ g^me faster or slow- 
er. Th«y have a huge impact. 
There h n\m a practice mode 
to the g^me that will allow 
you to have a crack at the 
game and get u%.^d to the 
world that your about to 
enter. This is surprisingly use- 
ful. 

The Citadel is divided up in to 
eight complexes. They ant 
apparently 'huge'. These com- 
pkices are the baiement, the 
power station^ the stores, the 
hangar, the drains, the prison, 
the laboratories and a centre 
At^a, The aim of the game Is 
to destroy the whole Citadel 
and then to escape. To 
achieve this task you must 
collect siK parts to the big 
bomb that'll totally do the 
job of Citadel destruction for 
you! The parts are hidden In 
the game and you will find 
one part in each complex 
apart from the basement and 
the centre complex. 
The game screen Itself is dom> 
inated with the three dimen- 
stonal gamely area, (the view 
you have) The size of this can 



mim- 
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be changed within the outer 
border . Aho there is also a 
control panel that tells you 
several things. Firstly there is 
a section that shows how 
many parts of the bomb you 
have. Secondly there Is a 
metre showing how much 
energy you have left. There is 
also a graph which shows 
your heart rate and this 
changes depending on how 
tired you are. There is a direc- 
tion compass so you don't get 
totally lost and a window 
showing you what sort of 
Weapon you have. Also a 
counter shows you how much 
ammo you have^ a window 
showing what magnetic cards 
you have and a dialogue win- 
dow that runs along the bot- 
tom of the panel. The guns 
you can collect (you start with 
no weapon) include » pistol, a 
rifle^ a machine-gun, a flarne 
thrower ,a blaster and a rock- 
et launcher. Plenty of ftre 
powerf It's niso possible to 
pick up all sorts of stuff like 
first aid kits, Beerl and of 
course bits of the bomb. 
There is also of course a map 
to be used to work out where 
you are. 
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m^ I really like this gam^. For 
some reason I foynd it a great 
deal easier to get into than 
the other Doom clones that 
have come out recently for the 
Amiga. Sure It isn't totally 
mooth especially on the A500 
but it'$ not to bad! And 
besides none of the other 
games of the same Genre that 
Tve seen have been smooth, 
it even clos^. This is a very 
[ayable game that will keep 
you entertained for some 
time. If you are an ASOO 
owner then this really Is a 
must. It's completely superb 
for a machine that is now 
too king a little tired. The lay 
out is good and on an A1200 
even with the screen on full 
size you will find that if you 
turn down the detail It runs 
smoothly enough to be very 
playable, lemoving the detail 
does not really effect the game 
at all as tt doesn't really make 
to mucii difference to the way 
the screen looks. The weapons are 
not to easy to find which actually 
makes things rather challengingp If you bump into 
one of the creatures without a weapon then you 
won't last very long at alL It took me several goes to^ 
work out where to get a gun from and then I found i 
that It was useless as 1 hafi no ammo. Eventually I 
caught on. Vou have to pick up some ammo first and 
then get the gun, hey presto! Some form of defence! 
from the mad monsters that are everywhere, after] 
this you start to find plenty of ammo if you keep i 
your eyes open. The whole game has something that j 
to many games seem to lack at the moment, play a- 
bility, and loads of It! This is a game that I really 
like, if you haven't guessed. The sound and graphics 
are pretty good and altogether I'm going to give it 
ace scores! 
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This ASOO version runs muen more 
imaothiy on the AlZOO, ID thatt greatf 

No plant for a CD 32 version, and with 
Cloam CP3Z comingj I wouldn't: «A|iect to. 
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What was this game called again? bh, hang on, what^s thatTather large and 
^panky bit of writing say up above? Yeah^ Pinbatl Mania, that's it. 



ts thai time of y«ar again 
when those lovely cuddly 
_ folks down at 21st Century 
unleash yet another pinball 
game into the Amiga worEd. 
Their first game was the phe- 
nomenally successful Pin ball 
dreams. After making a ruck 
load of cash they decided to 
licence another game by they 
same developers which was 
called Plnbdll Fantasies. 
Another storming success ted 
to much more dosh heing 
made and many been were 
bought. f 

A few months later the folks 
at 21st Century decided not 
to rest on their laitreh. or 
indeed on other things too^ 
and lo and behold^ Pinball 
\ Illusions was born, which is 



probably the finest computer 
pinbail simulation ever. 
Some time has passed since 
the release of this classic 
game and as you can imagine 
the 21st Century boy* were 
eager to keep the Amiga mar- 
ket alive by releasing more 
quality titles. Imagine If you 
will a typical conversation at 
ont of their board meetings. 
'Right lads, we've had incred 
ibie success with all our pinny 
games. Let's do something 
completely off the wall and 
release a completely original 
game to boost the Amiga 
market/'. 

"Whatp you mean something 
other than a pinbail game?^' 
'Yes^ something with revolu- 
tionary graphics^ superlative 



gameplay and earblowing 

sound. ^ 

''But where will the shiny 

balls fit in?'' 

"They won't, it's going to be 



something completely new 
unlike anything ever seen 
before! A visionary title that 
will pave the way for the 
future of video games" 
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Sounds gr«at! WIH 
myPtiba 11 feature?" 
"Look, it's not going to hatf« 
anything to do with balU, 
tablet, flippers, bumpers of 
anythfng fike that. We are 
going to release a game that 
wfli be completely original In 



every vy^ay, so there" 

'Yes, but Alternatively we 

could always release another 

pInbaJi game Innead'' 

'Oh all right th^n. Let's go to 

the boozer". 

And so the decision was made 

to licence Pinbalt Mania from 





Spldersoft 'Who?'' I hear you 
cry. Yes folks, Initead of get 
ttng their games from their 
usual programming stable 
Pinbdll Manl^ Is being 
brought to you by a different 
programming team. 
The game Itself features fo«r 
separate tabl«:s^ each of which 
has tis own iinique style. The 
first table Is called Tarantula 
an^d is set In a strange 
Arachnid world. The cetitre 
piece of the table Is a gigantic 
web, upon which sits a spider 
with massive fangs. This is a 
fairly standard table with four 
flippers, two levels of play 
and many spinners and 
bumpers. By hitting all the 



drop targets and lighting all 
the lights, especially those 
between the spider's legs, mil- 
lions of points can be award- 
ed. When words such as FANf^, 
TERROR, and TARANTULA are 
spelled out completely hun- 
dreds of thousands of words 
are given away. 
One ne»t feature of this table 
is the Feed Me^ ball trap. 
Hitting three spider lights 
activates this trap, and if the 
ball is lost down the [eft side 
of the table it will fall 
straight into the spider s 
mouth. After chewing on it 
for a bit It will spit the ball 
back Into play, OK so tbe^ 
kickback feature has been/ 
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drf»iifld for a lew year i now 
but if* nev«r been as nov«l as 
thl$! 

Th« second table of th« four Is 
»ll«d Jailbreak. H«r« all the 
action tak€s place In a court 
of law. A \udq€ watches ov^r 
the proceedings. First of all 
yoii have to spell AftREST to 
arrest a syspect^ Anyone will 
dft, They'rfi all guilty if you 
a>sk tne^ 

When you've got someone In 
custody it's time to decide 
whether they're aff to the big 
bouse or not, and I don't 
mean ilur's Country House 
either. Wluch better than Roll 
With It If you ask me but you 
dldn t so lit sbut up. 
Ves, well, back to the plot. 
Verdicts are decided by htt 
tlfig one of two button! posi- 
tioned in the centre of the 
table. I guess they uted the 
same system In the 0,J. case. 
If the perp h found guilty 
then it s time for the Judge to 
do hli stuff and pass sen- 
tence, Tlii» is done by shoot- 
ing the ball clockwise around 
the ramp at the top of the 
table. They might get two 
years or tbey might get life. 
Who knows? Send them down 
for as long as possible. 
Now this flagrant disregard 
for Justice could upset some 
people, especially the inno- 
cent folks who get catighl. 
Heedless to say, just like any 
good prison movie, the 
inmates wUl eventually try to 
escape, or even riot. Spell out 
CUARD to quosh the riot or 
recapture the prisoner. 
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(Abov^) If it im't thte Kick Off table^ and gu«&i wbat? 
it's all based around that funny old game, football. 
Who wrote these appalling taptloni? My gwes*, » cer- 
tain Mr. Llayd. 

(Right) ...and as If the full iink of the football table wai 

not enough, we deliver you Ilie futl ('Ink pf the J^ilbreak 

table. (In actual fact the table linlcs wcr« supplied to us 

by* 21st Century, thanks for fairing us load5 of work I) 
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ctinin 
Ginc 



(Abpvi!) Wdl to pr0v^ that we d0n'l Just print screen- 
ihiiti ««iit ititD us by SDftwdr^ fiDuiiii and thdt 4Hr# actu- 
ally play tlie games, here I & an In hau^e shot: of the 
TAr^ntula table- Of coursep I'm jutt the caption boy, w I 
don't actually know iwhat's going on^ but la what eh 7 
injliyf 

(Below) ..,flnd to prove we make snre we do print ail 
AV^illabi^ wdrlt fre^' ^hdt!^, th& final table iifik kindly 
syppllc^d by Zlst Century. We must buy ttiem a dr{nl<r 
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whenever a prlsotier escapes 
the alarm bell at ihe bdttDm 
left of the table starts ringing 
which H quite unique but 
^fter & f«w minutes It get 
really bi^aody annoylngl 
Aaarrrggh! Where's that vol- 
ume knob? 

The third table is called Kkk 
Off, and unsyrprbingry takes 
place on a footle pitch. To 
score well here things have to 
be done In the correct order, 
Points c^n be gained by doing 
things out of sequence and 
just hitting the ball willy nllly 
but skill and Judgement will 
make the big points quickly 
start rolling in. 

First off the players have to 
choose a team. Around the 
table there are various targets 
representing the goalie, strik- 
ers and so on. When the team 
is chosen you get entered into 
the first round. The match is 
started by shooting the kick 
off ball trap. If a match is 
atreatly In progress a goal kick 
wMI be awarded. During a 
ma:tch yop must shoot the 
four targets around the goal 
to spell, wait for it, GOAL, 
htow it is possible to make an 
attempt to score. Get a goal 
and one of the letters in the 
words KICK OFF will be lit at 
the bottom of the table. Light 
them aU and you 11 enter the 2 
ball multiball penalty shoot 
out round. Advance through 
the different stages by hitting 
the foul ball trap. Win the 
fittaF and you'll be awarded a 
million points. ^ 

As with all footle matches/ 
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sybstltute players can be 
bought on I Light SUB to actl 
v»te the sub launcher and 
th«n do It again to load It. 
When this i* done It h possi- 
ble to launch a second ball 
into play immediately or to 
watt for it to launch automat- 
IcaJiy when the first ball is 
lostl Hurrah! 

The fourth and final table U 
nicknamed Jackpot and takes 
place in a casino. En the casino 
there are four different tradi- 
tional games to play. Take a 
choice from craps^ a fruit 
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machine, ruu|*tt<. atid HI Lo. 
ifi the centre of the table 
there are tliree reeN. Ftrst of 
all the weird REELS must be 
spoiled «ut by hitting M the 
targeU sind then the baK 
must be dropped into the 
coin slat. The reek will then 
spin and you can itop them 
by flipping the flippers. Get 
three Jackpot symboli and 
y^u can win 50 million pdntsi 



PUying roulette is a different 
can of worms altogether. 
There h a ramp tha:t goes ^11 
the way around the wheeJ 
Shoot the ball around it li 
one direction to chdoie \ 
colour, either red, green a 
black, and shoot the ball M 
the other direction to pla; 
the game. Couldn't be easir 
and many many points can | 
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So here we are again with yet 
another pinball game from the 
huggable folks ilowii at 21st 
Century. Pinball Mania is a com- 
petent enough pinball game that 
U certainly much better than 
Obies&ion but unfortunately in 
my humble opinion it is not as 
finely polished as any of the 
other titles In the series, which 
isn't surprising as it Is done by a 
different programming team. 
I find it hard to pick fault with 
this title, and indeed it seern^ 
that the only thing wrong with it 
Is the sheer quaElty of other simi- 
lar games in the market. All of 
the tables are laid out well and 
there are plenty of targets to hit, 
but that [s just about all there is. 
I find it odd that when you con- 
sider arcade pinball games that 
have sIm ball multi faalFs, seven or 
eight different skill challenges, 
timed missions and even video 
games, that home computer pin- 
ball games are still relatively 
primitive. 

Considering this the tables pre- 
sented here seem to be quite dull/ 
with not a lot going on. Most of the' 
challenges involve hitting targets and 
shooting the balF up the correct ramp. One idea to 
make things more exciting Is to have targets that actu- 
ally move around the table (has anyone ever played 
Oracula?), video games like those found in Star Trek 
TNG and Indiana Jones, and multi bails where there are 
more than three balls in play at once. 
Admittedly the humble A 1200 may not be able to han- 
dle some of these Ideas but without touches such as 
these the tables will get quite boring fairly quickly. 
On the whole Pinball Mania isn't a bad game, but as I 
said previoulsy I can t help feeling that Illusions is much 
superior. The action never seems to get hectic enough 
and If you use the old tiit the table lo get the bail back 
into play' technique It is virtually impossible to lose the 
balls without racking tip a massive scare, It was a good 
try but sadly it Is overshadowed by superior titles. 
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Nope, the chances of a CD 32 version are 
approximatfrljr ane I»e than nlL 

You niuii be kidding, th« ASOO h a big pil« 
of dog' I plop. 
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Do you like a bit 
of Cannon 
Fodder? Are you a 
big fan of 
Lemmings? Well If 
the answer to 
both of these 
questions is yes 
then it's quite 
possible that 
you're going to 
love what 
Mindscape has in 
store for the 
Amiga. 



Tiny TroDpf really dues 
look 1ik« a load of fun, 
ItQwever we all found It 
a trifle hard to get to gripi 
with. The Wip demo we got 
our hands on had no sound 
and several of the functians 
weren't actually there^ It 
ieems that this game Is very 
much still in it's develupment 
stage so you have to hear that 
In mind whilst you read this. 
Well Mindscape really look 
like they might come up 
trumps with this one. It's the 
Idea of the game that seems 
so Instantly appealing. 
Remember Micro Machines, 
hell, who can forgets Micro 
machines was a superb game 
and a great deal of the appeal 



of It was down to th« ide^ of 
having these tiny little cars 
mctng around household are- 
nas such as b^ths, 
table tops and 
tree houses. 
Admittedly the 
game play 
was Also 
superb 
and all 
this as one bvn- 
dte created a great 
game but It has to 
be said that the 
Idea behind the game had 
an Instant appeaL WeU this is 
a game that has that same 
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instant appeal and you really 

want to get to grips with it 
Immediately, not oniy does It 
have this appeal of being set 
In the^e rather pleasant 
domestic settings. M^e 
only got to play on five 
levels and if Tm brutally 
hoEiest with you we 
didn't actually get 
to see all of these 
levels due either 
to our com- 
plete Inabil- 
ity or the 
fact thai the demo Is pretty 
dam hard or a mixture of the 
two. The final game Is to have 
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Juit a Hw mor« levels of pl^y^ 
seventy two tci be exact and 
that should really present 
somcthEng of a chAllcnge to 
even the finest minds 
amongst you. There are also 
going to be forty different 
types af troops and vehicles 
and you w\tl have a one or 
two payer option available to 
you, and there will be end of 
level bosses and secret hidden 
bonus games. Cosh! What 
more could you want? Well 
you could hope that IVi actu- 
ally easy enough to pljiy 
because we found this early 
version a trifle hard. 
recently we read a certain 
article Tn a certain maga- 
zine that supposedly told 
you what to look out for 
In gamei reviews, one 
tip was that if a review 
compared a game to 
other garnet and said If 
you liked such and such 
then you'll love this' then 
It meant that the reviewer 
hadn't actually played the 



game at all. Well I'm now 
about to go on at great 
length about exactly this and 
believe me Tve played this 

game^ no, Tve struggled with 
this game for quite some 
time. The games that it can 
be compared to are^ firstly 
micro machines, but only in so 
much as It is set In the same 
kind of miniature madness 
wKtIi a few of the same ikind 
of settings. Another game It 
can be 
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compared to H 
of course 

Cannoii Fo-dd«r, 
Again this Is due 
to the fact that 
you have to blu^l 
the hell out of 
yt^ur eneinies 
and you have 
this same over- 
head view and 
you control 
where your men 
go, iemmlngi? 
Well ye( there'^ 
certainly an element of 
Lemmings in there and even a 
bit of Timekeepers. However 
so far Tm not overly enam- 
oured with this game. I found 
the controls rather confusing 




and everything 

rather difficult to 

cope with. I thought 

that this was Just 

me having a bad day 

but It seems that 

once I threw the 

demo open to 

the floor for all 

and sundry to 

have a crack at 

It I found 

that I was 

not the only 

one having a 



had day. Do, however , remem- 
ber that this Is sttll a way off 
completion and there are 
bound to be many changes. 
Things do look pretty good 
apart from the fine tuning 
that is needed and Tm sure 
that they'll be plenty of that. 
So what exactly are the con- 
trols so far. Well there Is a 
row of six buttons on the top 
of the control box which you 
can see at the bottom of the 
screen and there are a further 
silt similar buttons in two 



row$ of three at the bottom 
of this boK. There is also a sin- 
gle button with a skull and 
cross bone 5 on It. This single 
button will send all your men 
off In a seriously suicidal mis- 
sion to perform an all out 
attack on the enemy base. I 
would seriously advise against 
using this method although it 
did actually do us some good 
as we did two levels using it. 
The top row of buttons have 
several functions from view- 
ing battles that are going on 
to finding Info r mat Ion on the 
health level of your troops. 
There Is a scanner at the bot- 
tom left of the screen and you 
can also zoom in and out 
using one of the buttons. The 
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button on the far right is for 
th€ radar however as the 
scanner does this )ab anyway 
ydu wiii find that it won't b^ 
th«re on the ftnaV game. You 
can use the iower s^t of Imt- 
tons to send troops to attack 
ance you've selected them. 
Set a soldier to defend a par- 
ticular area, top up a troops 
energy to at least half, some- 
thing we failed ta maite use 
of In all the confusion, pud 
you can send off troops to 
your chosen destittallon. The 
general Idea of the game ts to 
defend your ba$& and destroy 
the enemy base. These bases 



are large silver 
saucer type 

things and they 
are best destroyed 
by using your 
grenade thrower, he's 
the little chap with the 
grenade above his head. 
Well what will this game be 
like? Who really knows. It has 
the potential to be excellent 
but at the same time if noth^ 
ing changed then it would be 
a let down, however it seems 
that things will be changing 
so look out for a full preview 
or even a review In the next 
couple of issues! 
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Streetf ighter two 
was and still is 
one of the finest 
fighting games 
ever to come out 
on most of the 
consoles and com- 
puters there are, 
what's going on 
though? There 
are more new ver- 
sions than I can 
wrap my head 
round! 



~ remember it well! The day I 
flr^t got my 5KES. This was 
^ the ultimate games console 
as far as I was c4iic«rn«d and 
an tup of that I had the best 
figliting game In the world^ 
Street Fighter 2. I lived with 
three friends at the time and 
we must have spent an aver- 
age of ten hours a day pitying 
the game until our sEcilli were 
so finely honed that we could 
beat anything thAt the game 
could throi^ at US and beat 
every one of our friends Ih^t 
came round to vEsit 
and tried to 
dent our 
dom- 
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ina nee, between the four of 
US we were without a doubt 
the world champion street- 
fighter players. Having said 
that I think that anyone who 
had a copy of Chi$ 
game really felt 
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that Ihey were the world 
chiittpioit. When t first came 
to work for thii cDinpany we 
run d load of M«gadrfve and 
SNiS iniigjizin«s and the only 
chall«ng« that all of us 
enjoyed was a $«rloii3 boiit of 
Strcetfighter 2 against each 
other. We spent many a night 
wh^n we should have been 
strtving towards one maga- 
zine deactllne or another actu- 



ary engaging in mortal com- 
hat againsl each other 
(mmm.. $i>unds like another 
game?), well since these early 
days of street fighter 2 mc 
cesi things have come a Ipngi 
way. New fighting games on 
new COtI soles are everywhere 
you tooh. There s Vlrtua 
Ftghter on the Sega Saturn a 
superb three dimensional 
game that teitj you fighting 




abilities to 
I the limit 
with its 

' iimazFng mov- 
ing camera 
r^ ^^ views and some 
^j^^^ serious characters. 
Even this has now heen 
replaced with Virtua Fighter 
remix, estentiaiiy this is the 
same game tout with rendered 
graphics. Now with the launch 
of the Play Station there s 
games like battle arena 
Toshinden^ grapbicatly superb 
but apparently the gameplay 
Isn't quite so good^ There's 
also games like Teken two of 
course. So what's the story 
with Streetflghter Two, well 
whilst ail this has been going 
on streetflghter has seen a 
few changes of its own, the 
World warrior, byperfighterr 
turbo, super^do you recognise 




any of these words in connec- 
tion with Streellighter two, 
well I do and they all go to 
show how many home com- 
puter or console versions of 
this game there have been, 
and that doesn't include the 
countless other versions that 
have found there way into 
arcades up and down the 
nation. 

Weil here we are wtth luper 
Street Fighter 2 Turbo. Well 
it's not here quite yet but It 
will be soon and apparently 
there's Further plans for 
street fighter yet to he seen. 
So what will this latest Incar- 
nation have to offer us. Well 
now there are sixteen Street- 
fighters, with Cammy, Dee 
Jay, T. Hawk and Fei Long. 
Also there is a 'strange' new 
Boss. One with previously 
undreamt of powers, it seems 
though that the 

Streetflghters also have some 
new tricks up there sleeves. 
All of the fighters have new 
moves and there are super 
combos. You have to charge 
up your "super Meter" To 
unleash these powers^ also if 
you learn a secret pattern you 
witi find that you can play as 
the new boss Ahuma. There is 
also a speed setting option 
and this will mean that you 
have three distinct settings to 
play with. So how good will it 
be? well time will tell hut if 
like me yoit were there at the 
start of Ihe street fighter suc- 
cess then there's a fair chance 
that this will he a great game. 
So when we get enough to 
bring you a fuil preview we 
win and then well see what x^ 
this game reaHy is like. / ^ 
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ere we 
are 
again 
with the sec- 
ond part of 
our fabulous 
Time Keepers 
guide. 
Haven't you 
finished it 
yet? No? 
Well fret no 
more 'cos 
our games 
experts are 
here on hand 
to help you 
out through 
six more of 
the gamers 
toughest lev- 
els 



9: Send a person 
througli tbe two shut- 
tles and get th«m to 
open ihls door here 



4: Same well plac-ed 
aiTDWs cdn then make 
the iame bloke face 
this It witch and oper- 
ate It 



3: The blake who 
went through the 
machine is now on a 
mission. Get him to 
fight the neitt mon- 
ster and jump the 
gap. Send him right 
to the top of the 
bridge 



1: Get the soldier here 
to fight this monster 
and then |ump the 
gap it teaves. Place a 
spanner next to the 
machine *o that he 
will land an tt and 
then jump in strarght 
away. Place a down 
arrow at the eitit of 
the machine to keep 
him safe for now 
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11: The path to the 
exit ii now clear! 
Simply guide one sol- 
dier ail the way 
around to the exit 
th rough all the open 
doors and pathways^ 
and let the rest follow 



fl: Jump the chap over 
the gaps and walls in 
the way to these two 
switches. Activate 
them and send him to 
the exit as his woric Is 



7: Head him itp here 
through this door 
which will close 
behind him 



10[ Guide him 
through the door he^ 
has |ust opened and 
get him to jump the 
gap Immediately 
behind It. ThU will 
make him land In such 
a position that he can 
activate this switch. 
Send him right 
straight away so that 
he doesn't turn 
around and fall to his 
death 



S: Now get him to 
open this door and go 
through It. 



6: Then get this heroic 
little chup to turn thtf 
machine on 



2: lump a man over 
this gap and across 
the bridge. Make him 
open the switch at 
the end of the bridge 
and then send him all 
tht way back down 
and over the gap 
again. Make sure he 
doesn't fall down the 
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10: Get him to go 
back out and press 
this ftiijil button and 
guide him and every^ 
f»n« el» out of the 



Sh Get a second soFdier 
and make him work 
*ii* way up to htre 
and activate the 
switch. 
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9r Send hfm through 
and press thh switch 



3: This l^it is annoy- 
ing. All the soldiers 

have to Jymp over the 
wall on the Hght at 
some point but to do 
this you have to place 
a left icon. They will 
Walk left, then turn 
r^ynd. Drop a jump 
Icon on the left icon 
and they'll lump the 
wall. Then replace the 
jump tcon with a left 
icon whenever you 
need to get another 
man througibi 



2; Position a left 
arrow and a tutnp to 

tliat a man will Jump 
dver the wa^ll to the 
left. Then direct him 
upwards and {ump 
him over the wall In 
front 
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^: Malte the hard 
working guy activate 
both of these switches 
and then send him 
out of the exit 



6: Now send him up 
through this door 
which will close 
behind him 



\: Guide the man 
round, making him 
jump the many obsta- 
cles, until he gets 
here. Fight this mon- 
ster and jump the gap 
and go up then left 
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S: fight the three 
monsters and jump all 
the obstacres and acti- 
vate this switch 






1: A down arrow here 
rill save one chap 
from certain death 
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5: Mow go for a Jaunt 
in the shuttle, but 

watch out fpr th€ 
open door 
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6: When he leaves the 
shuttle go left over 
the gap and down to 
this switch. Now it I 
time to go. This level 
h f^lHy simple and 
the path should be 
ready for everyone 
elie to leave 



4: Send htm through 
the door and up to 
this switch. Open It. 






}: It 1 1 a simple mat- 
ter to guldt the man 
over all the walls to 
open this switch. "- — 
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2: Co through the 
door and open this 
one here 
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1: Jump the walls and 
Into this shuttle. Walk 
right and go down 
Into the other shuttle. 
When the man walks 
out turn him around 
and send him back in 
again. He can now 
activate the switch 
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TIPS 



St The path Is nftw 
clear for all th« men 
to come up this corrt- 
daTn past this mon- 
ster, and then right to 
the «Ktt 



2: Ittmp all of the 
waFIs and press one of 
these switches here. 
Make one of the men 
go down and Jump 
tk^m back over three 
of the waMs 
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4: Now get our hero 
to work his way all 
the way up here, tak- 
ing out any monsters 
in his path. Cet him 
to press the switch 
and then leave 
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3: lump the wall on 
the left then go up 
and fight the mon- 
ster. Now press this 
twitch 
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1; Aclivate thi( (Witch 
snd g« Itirough 
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2: Use this spoc« to 

tiirn him araiind sq 
thAt h« can jump the 
twa gaps below 
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6: The way Is hqw 
clear ta the exit and ^t 
h a pimple affai^r to 
get all the men out t<t 
safety 



4: Walk all the way up 

to thl^ (Witch and 
press It. A platform 
will lower, Co across 
it 



5: Jump the gap at th« 

bottom of the bridge 
and open the door. Co 
through it and open a 
second door 
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I: Jump all the gaps 
and fight two mon- 
steri to get to the sec- 
ond ihuttle. Co left 
and then up upon 
leaving 



CO 



1: Send one man into 
the shuttle 
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TIPS 



This levtl Jooks very 
daunting but Is actu- 
ally quite simple. Just 
lay all the Icdhs down 
exactly as shown here 
and you will flniih the 
level In no time at all! 
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So did you Mk« it? Dangerous Streets is wliat i mean. 
Wefi as you can see we are continuing on our fine of 
giving you a compiete game to piay with but some- 
times we recl<on tliat you may want a few tips to go 
with the game so Here I am with ail the moves of the 
serious fighters in Dangerous Streets. Weii most of 
them anyway' Vou want to It now how to beat the best 
of the best, weii if you do then read on! 
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SGIO 



Defensive Shine 
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Star Shield 
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Flying Kick 
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ALADDIN 



Publbher ^ Vhr^ln 
Is&ue Revlcwcfl [ Havcinbcr 94 
Aifiaztngi grdphki \n thli plat- 
form citnvEriJon from th« DEiney 
movie. Sh drier than inme, but 
longer than yaur average mzigk 
carp-et ride, Aladdin tllk«& the 
Amiga hy the icruff ot the ncck 
and belldiwl 'A WKple New 
World' In its fare. 





A*T.R. 



PublSfh^ : Team 17 
lEiue Reviewed r MAr<h 1995 
All TiL^rrdkn Racing li wKat you 
g^t In Lhli tyre-shreddltl^ 
bumpdthon with «Kcltement- 
fhaped knafaj an. If ]rcu f^nc^ 
sucking i Dfratli Itace lOQO 
meets Spaghetti |urt<tiOin- 
navdurcd gob slipper, then ATR 
is one iweette j^du'II idvOiir. 



BANSHEE 



Publisher ; Core 
iKUe^ Reviewed ] [uly 1994 
Banihee h a rdlitr-<DAft«i' fide 
to hell- In a buzz -bird called 
Banshee. Test yc^ur trigger finger 
and pow^ri of concentration in 
tilts ToraF ToraMAItk one Of 
two-player flight of fantaiy er... 
blowing things ID llttl^dotni 
come. 



BUBBA 
'N' STIX 

Publiiher : Cure 

isiue Reviewed : JanuAry ^994 

f^ore platform uiar near- perfec- 
tion from Core w4tli Ihli beauti- 
fully programmed gami^, A bit 
on the brl«f iidOr but ai original 
a$- a young white trash meeti 
magic pl«ce of wood^ meeti bad 
blobi In a tricky- lituatlon- type 
L of sci^narkQ ean be. 



60 




CANNON 
FODDER 

Publisher : Virgin 
Isiuc Ri£¥i«iiv«d : Dec \99J I 
War, accordiifig to those wacky 
Seniibk boy%, hA$ never be-en ^o 
much fun, and we're inclined to 
agree. It might look like a (imple 
run around and blast everything 
affair, but there £ a surprising | 
anK^unt of strategy InvolvedL 
In it. 



THE 
CLUE 



Publisher : Black Legend 
lisue Reviewed : Sept 1994 
Becrome London's n«Kt Mr Big 
without ever leaving your rooml 
Ves, The Ciu« h the proof that 
crime piayiF From bumble tea- 
ieafery tc blgg«r blague« wiv' 
shooter I 'n' liagSr you've got to 
stay one step Ahead of the 
Tilth 



CRYSTAL 
DRAGON 

Publisher : Black Legend 
Issue Reviewed : D«cemb«r 1994 
Cood Lord, it's a tad espensive, 
but by crikey th the beft ever 
RPiC In the sacred board game 
style, featuring dragoni, er some 
crystal, and the usual gang of 
coTisonant-heiAvy characters 
Stuck Ln a tricky situation with 
L an evil wizard. 



PATROL 

Publisher : Empire 
fssue Reviewed - April 199S 
ActlOfl packed, as flight xlms go, 
the third iftrtk for Rowan's 
impressive 3D engine is the easi- 
est to fiy and the most arcadey 
since f(OTS. New pilots should 
start herej but only flight sim 
(uniiies will wish to own all 
L Rowan' I garner. 



F1 



Publifher r Pom^rk 
Issue Reviewed [ February 1994 
From the frenchmen wbo 
brought you Vroom! comes the 
offklal F1 licence. Actually c'est 
Vroom Deujc, encore vlte, but 
avte l« fdb two player mode. F1 
buffs might think it un peu 
unr«a1Utiquer "*aU for the 
arcade lover c:'est trel bOrtt 




^ %iit it certainly isn't August this month, afthough it has been 
f for the iast two months according to our recommended guide. 
I Instead we offer you the superb autumn month of October, and 
XJierc's your ex editor Lee Brown with a quicit guide to ali the.». 




FIFA INT. 
SOCCER 



fF>ublijh«rL Eiec. Arts 
Ijiug Reviewed % October 1994 
FIFA' I here at lait and it':& gr^at! 
A bit slow mqyb^r and rather too 
ttlurh dishular iwap foolery, liut 
n«verthel«sf d solid attempt at 
putt^n^ realism ba^k into th& 
beautiful gAin«, FIFA is a totally 
different way of stringing tht 
L old <pnlon-bftg. 



FLINK 

Publiiher: Piygnoiis 
llfU-C Reviewed : February 1995 
Crisis CGcks its leg on latryl«nd 
» Top Cry stall go awol from the 
four kingdoms. Luckily^ that 
Flink Is bounties across thie level 
pisytng fields and puts pjiy to 
the ^¥ll Wdlnright wJth same 
spell binding CD32 graphkf! At 
a mjig4<dl £l4.j^f 



GENE5IA 

Pulbllsher : Tfrim 17 
Isfue Reviewed : Dec 19^3 
Hug^ society- building thing, sim- 
ilar to Tfie Settlers, but npl Af 
«asy to 0«t in lo straight away. 
Start off witli a tiny triJIier J^nd 
wat<h your fellas grow into 
SdmEthing tihait makes the 
ftoman EmpEr« look like a chain 
of cheap Pizza Restaurants. 



GUARDIAN 

Publisher ; Acid Software 
\%mA Reviewed r Nuvemfaer 1994 
What's this, an original CD12 
gamt that's got oodles of playa- 
bllity7 Yei. it s true!! Guardian is 
the game you've been u^jiltkng 
for. Yau are in space and ihnve' 



^ HEIMDALL 

Publisher : Core 
issu< ll«vkwed : Dec 1991 
Heimdall 2 is great, it's got 
action. advtntur« And puzzle 
solving with a smattering of 
humour In all the Hght places. 
Blood, runes, ores, magic, etc. 
and added love lnttr«lt In the 
ih^pc of the saucy Ursula 
L Phwjorl 








l$HAR 



Puiiiiiher : Daie 
H%Vk% Rfvkwed: Sep 1994 
Is bar's back and this- timf- e'tst 
troisF WohrJItAJi the dragon Is 
■CFEated Lord of SIth for bckng 
bad- More ^iiiy nomes and fanci- I 
f ul plot twists from our Fr0C|^y 
<htimi in this sequel to the 
sEquEl avec lei knobi enorme^ 
er.., lur. 



'^ JAMES 
POND 3 

PubiUher : MillenRium 
lssu£ Reviewed r June 1994 
The third Pond piatform^r i| 
huge. And f4«tr In Op^rratton 
Starfish Pond weighs in with a 
Cannery of a perfortnsnce to set 
atjdinit his Dalton In Robocod. 
OH, so there'f lesi colour, but 
there is more character and 
L more ganiepl*y. 



^ JUNGLE 
STRIKE 

PublishEr : Ocean 
issue Reviewed i l>e<eml3er 1^^4 
H^lkoptcrs galore, but not, It 
must lie owned up tOn ^\\ that 
much jungle, in this the succe^^ 
sor to Desert Strike. This is 
Comdn^ht territory, so it may 
comE as a surprise to leflfrt that 
we CAf> recommend it to you 
L without reservation, (Do^h!] 



K240 



Publisher ■ Oremlfn 
l$)U^ Reviewed i l^ay 1994 
Populous with 4$teroldi, that's 
wh£)t tbh b. Explore space to 
find some ait^roldl. Colonise 
"itVIr Inploit 'em, Zap every align 
In a race for galsctk domlna- 
tion. Build fleets, trade thingi, 
mine stuff. Oh, how m^ iovtd It. 



KID 
CHAOS 

PMi>iSfh«r \ Oc«an 
isiue Reviewed i August 19^ 
Crazy stqry, cmiy f ami:. The kid 
from the cretaceous age clubi 
thPDLjgh platforms hke a T-Rcx 
After 3 Jet- propelled cow. It\ 
parallax par^dUt, dr»d the only 
C|am« mc^re satlsfyingly vioFent 
than hitting a b^nk of stinging 
rt«ttles with a big stitrfa. 





.IBERATION" 
CAPTIVE 2 

Publisher : Mlndscipe 
Isiuc Reviewed t Oet 1991 
An atifiospheiic RPt with h «sy I 
intfol Really sNowi off the capn- 
bllitits of Coirmadorc'^ CD32 t^^ 
the full jind li«arty a* nice an tht I 
A12Q0. Baiically ^qu have to find I 
out what' I ^^\nq on In this big [ 
city where the rohi^tl hAVe 
9Qne ntddp 



MORTAL 
KaiWBAT 2 



Fub^kthcr r Acclaim 
lliU« Reviewed [January 1995 
More MK. but wkth a flasiicr 
look to go with the ItDiti.in 
numErals. Weird eitd-of-bout 
hai^ptnlngi to out-fox Snh|>py- 
the Censor but batkillyr Hard as 
d pifr bak«d in Heir^ Kllthen and 
about twicfr d» hot! 



ON THE 
BALL 

P^blifher l Daze 
liiu-e Reviewed i Sep- 1994 
The only Ihing OTR laclss is Brian 
Moore- Freih as a dat£y and Ai 
deep ai a diVil'i bit scabious^ 
here':| a footy managenn^nt llm 
to wander through wearing a 
big ihlrtn to iingfer In and nIAke A 
Frac|rant poiy for your sweet 
heirt wJth. 



OUT TO 
LUNCH 

Publisher ^ MindKIIpe 
issue Reviewed ! July 1994 
His cupboard ti bafe, ariid s«>l 
poor Pierre le Chef is on a tour 
around tome exOtk locations to 
r«-itOCll hU lAider. Out to LurKh 
1 1 a tasty platform patisserie 
with tprUeJ that talne the bis- 
cuit. And thafs rtO word of 
pk< 



r//*t* l*K- H»t 
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'pInball 
illusions 

Publtiher : 2Ut Century 
lisue Reviewed i januaiy 199S 
Fait and furloui flipper-driven 
action for loveri of bII things 
tllt-llatlrig artd tAbular. What 
«iH can ^ou say? I don't WAnt to 
mention the BAbewatch' table 
a-galn, fhli ii a family ma^Azlne- 
Head any decent books lately 
Anyone—? 



^ PUTTY 
SQUAD 

Pulilliiher : System 3 
Issue Reviewed : August 1994 
Piitty Squad Icnocks several 
bucket I of p^O out of Putty. 
ThHIl to 36 levels of iqulshy blue 
fun, which li more S^uishy blue 
fun than you can have A- 
squeezJn' thirds In a poikemani'i 
troui^i- Probably, Long-kait4ng 
platform fun.. 



ROADKILL 

Publisher : Acid Software 
Ittue Reviewed i January 1995 
Don't c]o buzzing Around in that I 
carj killing people, you bugger!' 
No, ft's not B gritty rKW ad cam- 
paign from the DOT but a warn- 
ing against HoadklilH the game | 
that put:} death back Into dri- 
ving. Probably n:Ot Sponsored by I 



^ RUFF'N' 
TUMBLE 

PubllslKr ; Renegade 
lljue Reviewed : August 1994 
Cut4 but curmudgeonly Ruff has 
10(t bis marbles, so thAt means 
mayhem In piatformular mode 
for the likes of mc 'n' thee. This 
game b like Micbaeiangelo's 
l^st pencil, because it's Hghl at 
the j.hArp end of the platform 
L renaissance, 




JILL ^^ 




^ ...games which ought to be in your collection. Funny thing is 
/ though, that the text is an awful lot like it used to in The Emap 
I One. And mroe curiously, the write up for PGA Euro Tour was 
\Jhe same as Cannon Fodder for the past 2 monthsl Co fig u re. 




SETTLERS 

^Ublbher : Blue Byte 
Issue Rcvlew^fi \ D«c1093 
Your typkfti god game, hut th]» 
time with a medieval tctHng for 
your dlmlnulEve charges as; they 
biiild things, do thJr^tpt ard keep 
rivak at bay. Try teairJng them at 
W. aH night and s«e what the lit- 
tle blJght«r» have aclileved by 
L the morning. 



^ SHADOW 
FIGHTER 

Publbh«r -r Qremllii 
Isiue Reviewed : FehrilAry 1^5 
Umbered SI yt If teat ion from 
Spaghetti Land, wh«r« running 
away Froni the fray ti considered 
"narmale". There are no wtllte 
flags on thi) baby, though, as 
fh« Crouches SCreetfight^r-hshly 
in the gipcim and snarls: La 
donna e mofalle'. Not halff 



/SIMON THE 
SORCEROR 



Kiblisher : Adventu reSoft 
lisue Reviewed ■ F&bruAry \^^A 
Tbe BHts at AdventureSoft ta|e« 
on the Vanlcefr might of 
Lu^ at Art I and Sierra with \\i\% 
humoraui graphic Adventure — 
#rid lose. But only just The- 
Interface Just lifl'l as gddd. The 
puill«'l ar« tough, but don't let 
L that put you off, 



/SKIMAAR 

2 

l^ublllhcr : Acid Software 
liiue Reviewed ' April l!*95 
Hqre liometric raceware that's a 
bit arie ai a one ^laytr-game. 
bu| a red I crowd p leaser when 
two or three ar< gathered 
togelb«r for a l^ew laps. The 
Introduction of court allows us 
to fay that In the beef stah«ir 
. Skids 1 Is B big fat [uky namp 



SUPER 
STARDUST 

Publisbcr : Bloodhouie 
lsiu<- Reviewed ■ December 1994 
Super Starduft, then. Or even tlie I 
now-bifdgetular Stardust are the 
ultimate Asteroids tionei. fheJr| 
graphic! klis your eyeball repcflt- 
«dly and whisper, 'CDm« with me I 
Earthling, and I will show yQuJ 
I the meaning of pl«AfiJr£,' 
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s.w.o.s* 

Fuhlllhcr : Renegade 
Issue Reviewed : |anyary 1^5 
It s SensI, Br^AH, but now it's a 
gdrtic of two Italves! TdCtlci, 
transfers and Iniuries pliii That 
^Ambian League in fu<||, Then, 
look out! Computer teams head 
ing the ball and keep^ri with 
less butler On their gloves. The 
same, only different er. 



THEME 
PARK 

FublJsher ; EA 
IsiMt Rfrvk-WLd : October 199J 
Alton Towers r Alton $howers 
more \iV^\ Euro [>}sney, c'est 
Eu rod Ism all How do I linow? 
Because I've licked Theme Park 
right down to the stick and last- 
ed Sim heavtm. What's more, 
have sniffed the bottom lin-e 
and Jt (m&lll lovely. 



UFO 



Publisher : MlcroPl-ose 
Issue Reviewed : Dectmber 1994 
'Hello Planet Earth' say odd 
looking blokes wtth frog- spawn 
gMt&r '£at lead you fiends from 
another world, you', replies 
Porky Pig. INot really. Save the 
planet, and that takes strategy, 
dosh ar^d whole ice-cream 
L^ scoops of death. 





Publisher ; P^ygnusls 
Usu# Reviewed : October 1994 
OK. which afse changed the title 
of thH gamt? The top puzzler cif 
94 was Zonked!, now It's HIT. 
Apparently^ the new title Is a 
cliever play on wordf, EJilt — HfT. 
See? I think the people who 
come up with these things are 
L nfiarv«||«)ui. 



LIVERPOOL '95 

THE OFFICIAL YEARBOOK OF 
THE 1994-1995 SEASON 
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First 500 orders 

receive a iimited-ediliori 

collectors presenfat ion -cose 

free of charge! 




Liverpool Football Club have 
had a sypeit 1994-^95 season which has 
seen glory return to Anfield In the form of the 
Coca-Cola Cup. The season also saw The Reds 
fightirig for lop honours in the Premiership, and 
by virtue of thetr cup win they are now set for a 
return to top-flight European compeliUon. 

Oxford intematiorial Publications is proud to 
announc& the launch of its 1 994-' 95 Liverpool 



Football Club Yearbook, featuring 
over 150 stunning colour photographs depicting 
fhe most important and spectacular moments of 
LiverpcK>l Football Club's 1994-'95 season. The 
team's prograss through ihe season is captured 
in month-by-month chapters with concise written 
accounts of the key eve-nts and brought to life in 
page after page of vivid imape-ry. Chapters cover- 
ing Liverpoors star players and a comprehensive 



set of match statistics compl&te what i$ the defini- 
tive record of the club's seasron. 

This l«trge fornMtt b««ic h d«sign«df 
printed and hard-b»und t« th« fin«jt 
sfundiirds^ and will appeal t« evon th« 
most discerning £upp«rter« PublUhed 
annually the r^artk4«k will become n 
highly collectable and lastlngi recvrd of 
the leam^s future glortef* 



ORDER BY CREDIT CARD ON: 

01865 202770 
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